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latest info! First pits! 
It'll knock your 
socks off! 



Eh - oop, 
chuck! 
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Enjoy full access to the Internet with the people who made it accessible in the first place. 
Enjoy it for nothing but the price of a local phone call. Enjoy Netscape Online. 



In associalion with Future Publishing. 



100% MET. 100% FREE.* 

0800 923 0009 



See cover CD or www.rielscapeoriline.ro. uk ''future 



• Excludes phone calls charged at local BT rate. Technical Support charged at premium rate (50p per minute] 
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I'm a new-fangled 
GB Advance. See exclusive 
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ice! (Nintendo 
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it the end of August!) 
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eek! Another handheld console's learned the hard way 
not to go up against the all-conquering might of 
, everyone's favourite portable. (The Game Boy, ya big 
dimmock.) SNK, makers of the Neo Ceo Pocket, have 
announced they're pulling out of Europe and the US. 
Despite strong sales in the first few weeks, they've 
gone on to take a right hammering in the charts. 
The Neo Geo had zillions of decent beat-em-up titles 
(like The Last Blade) but unfortunately not a lot else 
I and it seems that the lack of variety was partly 
' responsible for the consoles demise. However, 
despite efforts like Card Fighters' Clash what SNK's 
handheld effort really lacked is what gaming scientists 
(like Professor Oak!) would call the Poktmon effect. 
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So once again the Game 
Boy is the undisputed 
featherweight champion of 
the world, ff you ' re 
unlucky enough to have a 
Neo Geo lying around, the 
only way you ' II be able to 
get games in the future is 
from a Japanese importer. 
For everyone else, the 
future looks increasingly 
bright. Check out our 
preview section starting on 
page 6, to find out where 
the immediate future of 
handheld gaming lies. Stick 
with Planet Game Boy for 
all the latest news! 
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in preparation for the 
Game Boy Advance 
debut at the annual Space 
World show on August 
25th, Nintendo have been 
recruiting dozens of 
short-term games testers 
to ensure that the lineup of 
launch titles is as bug-free 
as possible. 

The testers will earn 
around £5 per hour for 
playing with real GBA titles 
and pointing out any parts 
they think could be 
improved to the 
developers. Is that the best 
job in the world or what? 

One of the games 
currently being tested by 
these lucky bods is an RPG 
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from Camelot, the people 
behind Mario Tennis and 
Mario Golf. This top secret 
and as yet untitled game 
was orginally scheduled for 
the N64 before its 
designers (the Takashi 
brothers) decided they 
could do it on the Big N's 
ultra powerful new 
handheld. Beaut! What 
does that say about the 
quality of games we can 
expect to see on the Game 
Boy Advance!? 

With any luck, an 
English translation will be 
available by the time the 
GBA is released in 
this country. We just 
can't wait to see 
how the Takashi 
brothers debut 
turns out! 
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sever 
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Majora's Mask on the 
N6U to the Dolphll 
due the year after next, will 
be released relatively quickly, 
modifying existing 

game engines to 
save time. 
Capeom's 
coders 
have been entrusted 
with the production of not 

tree new Game Boy 
adventures, forming part 



letting Triforce 
,„,„ of Power, To/e 
of Courage and Tale of 
Wisdom, due to be released 
in rapid succession towards 
the end of the year. The plot 
of the three games < 
under lock and key at 
Capeom's HQ, but we do 
know that you'll be able to 
play them in any order, with 
your performance in one 
game affectimj events in the 
next. A password system will 
enable each cart to keep track 
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i i in Tale of 
Power might help you out in 
Tale of Wisdom, assuming 
you entered the correct code 
at the beginning. 

Since l/rttS 
Awakening ^ m 

remains one of 
the best Game 
Boy titles you 
can buy, we're 
expecting great 
thu 
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eveloped by Nintendo 
Software Technology 
Corp, the people behind the 
excellent Ridge Racer 64, 
Bionic Commando is an 
update of one of Capeom's 
old arcade gems. 

The original Bionic 
Commando was a 2D 
platform game starring a 



soldier. Using an extendible 

Inspector Gadget-style robot each v 

r could swing set of' 

through the trees and wreak Als " 

cyborg havoc on the enemy lev. 

forces. However, this time which on 

there's a little bit more variety. skip. Thei 
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lime strategy g 
laren't the sort of thing 

» expect to find on the 
Game Boy. In fact, we can't 
remember seeing a single 
one before, so Warlocked is 
probably unique among 
handheld titles. 

The action has a swords S 
sorcery feel to it, with armies 



tling for control of a magical 
world. To compensate for the 
Game Boy's lack of buttons, 
the developers have devised 
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luch of the 
iiuuimcii d^uudicd with this 
action happening under your kind of game on PCs. 
cursor. Your presence in the Since tradable elements 

game is shown by a little are an essential part of Game 

hand which you use to select 
units, issue orders and scroll .....^ 

around the map. When you copy of Warlocked it will 

move it over something you generate a n 
can influence, such as an of powerful 

a building, c 



powerful an army you'll get. 
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no, these aren't Game 
Boy Advance 
screenshots. At the time of 
writing, Nintendo were still 
keeping a lid on the portable 
half of this unbelievably cool 
tennis game, so we're 
showing you some pictures 
of the N64 version instead. 

Those stone-faced funsters 
in Kyoto know when they're 
onto a good thing, and 
having played the N64 
version we can confirm that 
not only is it the best tennis 
game ever, it's also tailor- 
made for a perfect Game Boy 
conversion. Mario Tennis 
only uses two buttons, so the 
slick controls will work on 
Game Boy without any need 



to cut corners. Like Mario 
Golf, the two titles will be ^F* 
able to exchange data via the 
Transfer Pak, so we expect to 
see an RPG mode and some 
kind of character editor. It's 
awesome on N6i, and we'll 
be very surprised if the hand- 
held 

version rf^"" - * ^SBfiG 

turns out 
to be 
anything 
less than a 
classic. 



^tf^M 




paVtffii 



1 




. TICK TOCK TICK .......... . 



ohm winter ewm: nintenm/cahelot : 




t 



out: autumn peloid: nintendo/rare 



world to a brand m... .. 
For the Kongster. Gone was 
his trademark vest and 
orange hair dye, washed 
away by a shiny rendered 



! family. Vou get to 
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ping I 
characters 
with a quick 



Select button, 

and you can 

take a ride on Rambi and 

Enguarde, DK's non-simian 

ctly the same 
as we remember, which can Hum 
only be a good thing! Vet *** CounC 

another smash hit for the 
mighty Rare, we think. 
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s this the best pinball 
I game ever made? The 
game has been available 
everywhere else in the world 
for more than a year now, but 
at long last UK gamers will be 
getting the chance to find out 
why it's still a firm favourite 
with Game Boy fans overseas. 

The tables are 
immaculately designed, with 
loops and targets in exactly 
the right places. There's 
nothing more frustrating than 
a pinball game which won't 
let you rack up a few jackpots 
from time to time, but 
Pokemon Pinball supplies 



b TKTMUS&RE 
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high scores and challenge in 
equal measure. The aim of 
the game is to collect 
Pokemon from the two tables 
contained on the cart. Each 
table is only two screens tal 
but we defy anyone to find 
all 151 monsters. 

Each table has bonus 
screens attached to it, and 
I you can visit them by lighting 
up the correct combos or 
getting lucky with the slot 
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CLASSIC CREEP CAPERS 
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" hod be a farmer? All 



ARMY MEN: 
AIR ATTACK 



DONALD DUCK: 
QUACK ATTACK 



DISNEY'S DINOSAUR 
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ig your arm up cow's 



• made scrur 

*• • out might not seem like the 

I you'll soon • best subject for a game, but 

I the ins and outs of ^ tne original Harvest Moon 

**—n. It's like a # was fantastic. As a farm hand, 

■— -a —islon of the # jt's you against the elements, 

fights and you can # an( j there's real satisfaction 

a friend's Game • seeing your carefully 

,e serious fights. • nurtured crops c 

•en replicate your • a nd i 

favourite deck • , 

}and pit it * [ iui 

against the # / , 

computer's # Moc 
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Star Wars: Yoda Stories 
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WWF Wrestlemania 2000 Ready 2 Rumble Boxinc 



Choose from our huge selection instore at HMV. 

Also available - Action Replay Professional. 
Pre-programmed with the hottest cheat codes for the biggest and best 
Gameboy games. With a fully programmable memory, you can add and store 
I thousands more of your favourite cheat codes as they become available. 

Only £19.99 or with any game for £30* 



buy online at 

vuwvtf.hmv.co.uk 
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buy now from ouer 100 stores nationwide or 0870 5 33 45 78 
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TWEETY'S ADVENTURE 
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UTTIE MERMAID 2: 

PINBALL 
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JUNGLE BOOK 
RHYTHM 'N' GROOVE 



INSPECTOR GADGET 

Ubi Sofl 

Go go gadget game! It's a 

scrolling platformet 

TBA 2000, . . 
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I ten million copies i 
States. 

; released on the New classes of monster 

October over there so it's have been introduced, 

a long i 

who don't fancy importing a which have to be hunted 

y, but it's sure to be worth under the c 
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Everything in the of the time of day, and the 
game has been colourful graphics show the 

overhauled, from 
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PH etro specialists Digital 
Hi Eclipse have turned 
their talents to a pixel-perfect 
conversion of Capcom's 
classic NES adventure. 

As the noble Arthur, you 
have to hack your way 
through six levels of the 
undead in order to rescue 
your girlfriend, who was 
whisked away by demons 
during a semi-naked tryst. 
Arthur gets to 
wear 
armour 
during the 
game but 
the slightest 



contact with the zombies and 
ghouls will scare him right 
back to the pants-clad state 
he was in at the beginning. 
The NES version was 
memorable for its extreme 
difficulty, and we expect the 
Game Boy version to test 
anyone's gaming skills. 
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First up, I must say that I think 
your magazine is excellent and 
really good value for money. I 
r e ally enjoyed the 'Software 
from your Sofa' article in the 
last issue. 

Regarding Jonathan's 
letter last issue about free 
demo carts, I think that there's 
a way of getting around the 
issue of the carts being too 
expensive. Put the demos on a 
d e mo CD with a PC Game Boy 



emulator so you can play the 
demos on your home computer. 

I'm surprised that no one 
has done this before since it is 
quite a simple solution to the 
age~old demo cart problem. 

Ken Chatfield, 
Epsom 

Sh, but we're a Game 
Boy mag, not a PC 
one, and not everyone 
has a PC, do they? Didn't 
think of that, did you? 
Tschh. Ed. 



Congratulations on your fine 
magazine. I hope everything 
goes well for forthcoming 
issues (please let there be 
many, many more issues). 

Not only is your magazine 
easy to understand and a fine 
read, but it has helped me such 
a lot when it comes to selecting 
games. So far I've bought 



ZeldaDX. WarioLand 2 and 
Hexite. (And I don't even 
have a Game Boy Color 
yet _ but I'm getting 
one in two days!) I 

was just 
I wondering if you 
I could answer a 
r few of my 

questions: 
L Is there any need 
to buy the memory card 
for the Game Boy? What 
does it do? 

1 Will there b e 
a Tomb Raid E r 
game coming out 
on the Game Boy Color? 
3. Can you give me the price 
and a place where I can get 
the game creator kit from for 
the Game Boy? I am very 
interested in becoming a 
games musician/designer. 
Thanks for your time. 

David Tarbun, 
Northants 
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» ^.rful it is okvlously possible to convert 
A, the Game Boy Color is now £.£«* W » ^ ,, „ reB » y eleW 

W,. by Nintendo. as theres « lot of *»* f™> " are bringing the HE8 

a Jle.se of Me on the "J*"**££15 *Z *» »" d 2eW f 2 " "'" 
version of AW* £fta* to ^«*»£T£ m J* y0 „ , m ag,n. playing «* 
GwW this be the start of = new trend! <U «M« * ^ rf „„,, 

**, as Aid fa™, ft*** tj^fiZmS* i-st how many NtS games 
The potential for classic revivals is enormous if yo 

%£Z fingers crossed. eh7 Adam Riley, Manchester 

j. <-.rn.BovColwlnlheUS.rve 

SXeSrrwouWrf.reJlyb.th«s»n, 

„,„,, If you follow). ^^ 

Suoer Mario Bros Is different, because 
.hek^s « Ion, 20 strips. This staple 
JjouTrneant that not mud, ,was lost tathe^ 
^kmtotheGan^Boy^smaft^n. 

of (dassk) NES names should «J*» OB 
Elopers, consider that idea, eh? Sd. 





nlways glad to be of 
service, David. Now, 
to those questions... 

1. I assume you mean 
The Mega Memory 
cartridge from Datel 

(« 08<*5 6010015). It 
allows you to copy your 
saved games for back-up 
purposes. Dunno many 
cases in which it would 
be that useful - apart 
from with Pokemon, 
come to think of it. 

2. Ves there will. And 
in fact, it's not at all bad. 
And - spook! - it's 
reviewed on page 24. 

3. There's lots of 
good stuff on the 
Internet for Game Boy 
developers. Examine 
www.webring.org/cgi- 
binArvebring?ring=gameb 
oydev;list 

It's info-packed! Ed. 
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I think your magazine Is 
excellent, but now to the point. 

I was on holiday in the 
Canary Islands, and I kept 
seeing single Game Boy carts 
with 12. 34, 60 games on, 
going all the way up to 270. 
Why doesn't England have 
these carts? 

And why is England always 
d e ar e r than abroad? I bought a 
Game Boy Color out there with 
52 games on one cart for 
16.000 pesetas - in English 
money that's £64. For £64- in 
England, 1 can only get a Game 
Boy Color - no games! 

The cart I got has some 
of the top games out (and they 
are full versions) such as. 
ZeUa DK Pocket Bomb e rman, 
Mortal Kombat *, A Bug's Life. 
G e x: Enter the Gecko, Pitfall 
and Turok 2. plus loads mor e . 

Tony Boyle, 
Watford 



Oh no! Tony, 
those carts are 
illegal pirated copies. 
Some bloke in Hong 
Kong (probably) has 
copied a load of games 
on to a big fat cartridge 
and flogged them on. 

You might get a load 
of games on the cheap, 
but the people who 
worked hard to produce 
them don't get a penny 
out of it. Consequently, 
there's not a lot of reason 
for them to keep making 
games, they give up and 
the Game Boy dies! 

Don't do it again, eh? 
Ed. 
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I have two Game Boys (.so far} 
and I love them, but I want to 
know how you get scratches 
off the screen. How, eh? 

Oisin Hedou, 
Co Mayo, Ireland 

aou can't love them 
that much if the 
screens are all covered in 
scratches, can you? 

There's not much you 
can do to fix the damage 
already done, but you 
might consider getting a 
Game Boy cover - there 
are millions of them 
available - to keep them 
safe from your big 
clumsy paws in the 
future. Ed. 



I think Pokemon cards ar e too 
expensive. It costs £2.49 for 
just 11 Pokemon cards, and you 
always get the same ones. For 
a pack of 60 it costs £7.49. 

My suggestion is to let us 
pick the ones we want and 
make the price cheaper. 

Simon Lomba, 
London 

9 agree - £2.49 is a bit 
I steep for 11 cards. 
And the packs are 

deliberately structured so 
that there are fewer of 
the rare cards in each. 
(Otherwise, they 
wouldn't be rare, would 
they?) But, y'see, that's 
what makes them 
collectible. Picking and 
choosing's a non- 
starter! 
Ed. 



Thanks to your cool reviews, 
I've decided to splash out on 
Super Mario Bros DX. 

It's great that your 
magazine isn't published by 
Nintendo as it means the 
reviews are honest - if a 
game's cack, you say so. 

Anyway, can you tell me if 
there's currently a Game Genie 
available in the UK? 

Katie Sutton, 
Liverpool 

■ | ou're so right, Katie. 
^7 If a game is indeed 
crap, then 




we're not scared to say 
so. All our reviewers are 
Game Boy fanatics, and 
they don't tolerate 
terrible games - at the 
end of the day, it's 
YOUR money 
that counts. 
Hurrah! 

You can't 
buy the 
Game 
Genie in 
the UK, but 
there's a new 
cheat cart 
called the 
Xplorer, from 
Blaze (« 01302 
325 225), which is 
compatible with Game 
Genie and Action Replay 
codes. 
Ed. 
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m screen 

Boy Advance will 
y the same size as 
t Game Boy Colour, 
mportant difference 
ted upon its.side! 


The screen will be in the 
centre of the console with tl 
Start and Select buttons ban 
underneath it. The controls 
will be located on either side 
- a 'D-pad' on the left and 
the A' and B' buttons to the 


So it's iucky that we have 

pies willing to risk life and know onto you! 
mb to get a sneak peek at a though - this Ga 
?EAL Game Boy Advance. Advance inform 
'hanks to them, we've seen that we had to v> 


Be careful D&SQ 
me Boy The Game 
tion is so hot be rough 
ear asbestos the currer 


t, we've played it, and now gloves 


- and we 
ers bum 


ve still got with one 
1 - it'll be ti 


we're passing everything we our fine 
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look like they should be sent out into 
e. It's all a far cry from the 
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it. but crucially the 
will also be Left and 
Right shoulder buttons 
at the very top of the 
the console. Nintendo 
invented shoulder 
buttons, and their top 
games guru Sbiqeru 
:o loves ' 



The GBAs SCI 
will be that much uiyi 
too - 2A0xlfi0 pixels as 
opposed to the Game Boy's 

160xl<.0, giving it a unique 
widescreen format! Only 
Nintendo would dare to defy 
10 TV- 



shaped screens 
Game Boy 
Advance will 
be able to 



Mmrr 

Game &oy Advance 
mells good! 



ne Boy Color. This is an 
impressive feat, especially as 
more powerful consoles , 
traditionally rr 

hungry. Nintendo 
haven't skimped 



company, ARM, who 



for mobile phones. The 
Advance also has lots of ace 
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as sprite scaling 


ade ' 













specs is nothing with- 



simuitaneously, t\ 
expected that 511 will be the 
standard for most of the 
handhelds' games. 
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e is a guarantee that 
there will be plenty of 
top-notch titles 
available from 
launch. It 
already loc ' " 

there will be a great 

old favourites (such as Yoshi's 



1999 



It had all the ergonomics of a 
housebrick, a blurry greeny- 
black screen, and T 
technologically was a 
generation old even on the 
day of release. However its huge 
battery life, massive library of 
quality games and (relatively) 
small size saw it outlast many 
of the supposedly superior handhelds. Basically, all the 
basics of gaming were there. Who can forget all those 
nights we stayed up playing Tetrk? (Still am - Ed.) 




1997 



The innards stayed the same 

in the Game Boy Pocket, but 

on the outside it was more 

stylish by a factor of about a 

million. It was slimmer, had a 

crisp black and white screen, 

used two AAA batteries for 

the same life the Game Boy's 

four AAs, and came in a variety 

of finishes, from brushed metal 

to Man Utd themes. Suddenly the 

Game Boy was getting fashionable! Even trendy music 

starts like Goldie were playing about with them! 




1999 



Another restyle, but this time 

it was more then a mere 

cosmetic makeover. A colour 

screen, faster processor, 

bigger carts, an infrared port 

and a whole new range of 

games to take advantage all 

these new features. Most 

importantly of all, the GBC is 

fully compatible with all the old 

black and white games, too. 

The backward compatibility kept 

it popular with the console's established fan base, 

whilst the colour screen enticed new developers. 
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Ah, the future. 
It's a strange and 
mysterious place 
and the only 
thing you can 
predict is that it 
will be unpredictable. One 
for certain, though. The Game 
Boy Advance will be every bit as 
successful as its predecessors. It's 
an absolutely giant leap forward in 
handheld gaming. The technical specs are simply 
awesome - it's got the developers' jaws dropping with 
anticipation. What's more Nintendo have sensibly 
ensured it will be backwardly compatible with every 
existing Game Boy title. Hurrah! 
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announcing these detai 
the Spaceworld show a 
end of August. It won't 
until next year, though 
was originally planned I 
in the shops by Christm 



This is partly bee 



halting 
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g me nuts! 



manufacture GBA screens 
. We reckon 
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We'll be honest here. The truth is we just don't know. Ah, but neither do Nintendo. . . yet. They've released a batch of futuristic 'Artist's 
Impressions', and the only certainty is that they'll look nothing like the real thing! (They don't have shoulder buttons, and the screen's 
completely the wrong shape, for a start.) So here's our own 'Artist's Impression', which one of our sources at Nintendo has revealed is 'the 
closest yet' to the final design- 



Nintendo invented the shoulder 

button with the SNES, and they 

will make an appearance here too. 

These can be used to 

zoom in and out of 

the action, 

as well as view 

maps in 

RPG games, or to 

rotate playfields. 
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The connector port will allow you to hook up the 
Game Boy Advance to all manner of devices. 
Interestingly, there are a lot of rumours about 
colour video camera link-up flying about. 
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The directional pad 
was a Nintendo 
innovation which has 
gone on to become an 
industry standard. 



The screen is bigger than 

the Game Boy Color's, and has a widescreen format 

similar to that of a posh HDTV telly or a cinema screen. This wider aspect ratio 

improves graphics. Now, sprites will look larger, colour will be more vibrant, and 

backgrounds will have a better depth of field. 



It seems that everyone has a mobile 

nowadays, and you'll be able to get 

onto the net through this port. 



Nintendo's next- 
generation console, 
codenamed 
Dolphin, is a 
long way off, 
but Nintendo is 
planning even 
to have a feature 
to link both the GB 
Advance and its 
bigger brother 
together closely! 
Just like the N64 and 
the Game Boy Color! 



The two -button 

configuration is almost 

identical to the Game Boy. 




Multiplayer gaming will be a big part of the GB 
Advance, and it will offer a four-player link option 
to support this. 
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So, how does the Game Boy Advance compare to a 
Game Boy Colour, then? Something like this... 





OUOOY ADVANCE 


GAME BOY COU 


CPU: 


32-Bit ARM with embedded memory 


8-bit Z80 


SCREEN: 


2.9" TFT reflective screen 


Z3" TFT reflective screen 


RESOLUTION: 


2*0x160 


160x140 


COLOURS: 


65,535 possible colours 


32,000 possible colours 




511 simultaneous colours in character mode 


56 simultaneous colours 




32,768 simultaneous colours in bitmap mode 




SIZE (MM): 


135w x 80h x 25d 


75w x 133b x 27 d 


WEIGHT: 


lAOg 


138g 


POWER: 


2 AA batteries, 20 hours play 


2 AA batteries, 20 hours play 


SOFTWARE: 


Cartridge format 


Cartridge format 




GB Colour compatible 


Game Boy compatible 




Game Boy compatible 









Eeeh, Isn't 

technology 

gr e at!7 
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version, and if this is. 



Advance is guaranteed to I 
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/^ Die daring little dlno employs 
i float I 

hard-to-reach ar e aj. It's all thanks 
to this handy umbrella. (Note: don't 
try In r e al life.) 



I on his travels, i 
Simply gobble up the nasties and you can then spit 
them out as a 



contraption. The baddie b e low 




bestow temporary invincibility. 
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Notice the trail of eons that Ywhi Ij 
him? The 
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from In total. Gotta catch em i 
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now in 2D rather than 3D. 
and she's made up of icicle 
wickle pixels instead of 
whacking great polygons, 
but don't let that put you 
off. Tomb Raider is a 
fantastic-looking game, and 
better still, it's a joy to play. 

Lara looks brilliant - she 
cuts a huge figure on screen 
and has so many different 
frames of animation, it's hard 
to see how they packed it all 
into such a teeny cartridge. 
Of course, no Tomb Raider 
game would be complete 
without some burial 
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anything about thU place. SHI, 
* loofci Ilka It might be Inter wtlng- 




chamber athletics, and the 
GBC version doesn't 
disappoint here either. Lara 
can run, jump, swing, dive, 
roll., in short, she can do 
pretty much anything that 
she could on the 
PlayStation. Crikey. 

It's fair to say that one 
of the game's biggest 
challenges is learning all of 
Lara's moves - there are 25 
of them in all. And with so 
few buttons available, you'll 
need nimble fingers to 
perform the more complex 
ones. Once you've got 'em 
licked, though, you'll have 
complete control over Lara, 
and you'll be swinging 
around the levels like a 
pistol-toting chimp. 

There are oodles of 
puzzles to solve too - every 
level is like a little maze in its 
own right - and making 
progress means finding the 




right switches to open the 
correct doors. You'd do well 
to keep your peepers fixed 
firmly on the scenery 
though, as there are plenty 
of traps to ensnare the 
unwary. Crumbling floor tiles, 
lethal spikes and long slippy- 
slides are dotted all around 
the levels to trip you up. 
This is all vintage Tomb 
Raider stuff, and despite the 
game's side-on view, it 
works like a dream. 

Vou'll find plenty of 
items scattered around the 
levels to help you along, 
such as weapon upgrades 
and medi-kits, and you'll 
certainly need them to 
survive. There are plenty of 
cheeky hidden goodies too, 
so it's well worth exploring 
every crack and crevice in 



order to stockpile power- 
ups for the really tough bits. 

In terms of graphics, 
gameplay, and im press iven ess, 
Tomb Raider beats the 
cotton knickers off many of 
other GBC games. If you like 
a bit of superior platform 
action, this is one for your 
shelf. And if you thought 
graphics could never be that 
hot on a handheld, think 
again - the cut-scenes are 
tasty enough to be 
PlayStation screens. What 
are you waiting for? Buy! 




Game Boy Color. 
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Superb graphics and '• Mastering Lara's ■ 

slick controls. Truly a • can be tricky, but 

-i-i 1 ; whole, its fab. 



! The trickiest bit is 
! getting to grips with 
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Look after Pikachu 
and keep him happy 
at all times - at least 
'til you get Bulbasaur 
from the batty old 
woman who runs the 
Pokemon hospital in 
Cerulean City. She 
wants to make sure 
Bulbasaur goes to a 
good home, and if 
Pikachu isn't happy 
with you, neither is 
she. Of course, 
afterwards you can 
treat the little 
bleeder how the heck 
you like... 




CHARMELEON hacked 
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fcokemon, eh? It seems 
|the little yellow critters 
have taken over the 
whole bloomin' world. 
They're on the telly, at the 
pictures, and those infernal 
trading cards - you just can't 
escape the little beggars. 

And now they're on the 
Game Boy. Well actually, 
they've been on the Game 
Boy for yonks - in fact, it's 
the Game Boy game that 
started the whole craze off. 
But the game has been 
revamped to star everyone's 
fave, Pikachu. 



Let's pretend that you're new 

to this Pok6mon lark. It goes 

something like this. Vour goal 

is to collect all 150 Pokemon 

(actually, there's a secret 151st 

one called Mew, but you 

don't have to get him to 

complete the game). These 

are found all over Pokemon 

Island, by searching in long 

grass, caves, and swapping 

with other traders. So off you 

set, out on a huge guest to 

explore the land, with loads 

of puzzles for you to solve 

along the way. 

Like some kind of horrific 
bloodsport that ought to be 
banned, Pokemon trainers 
like nothing better than 
forcing their 
Pokemon 






PD 


■Tnq 


f" 




■•-■ 1 








8$ \ 


1 ■ r 






POKeMON 
perfect 


back to 
heal tht 




tofiqh 


one another. There 
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are tons of different 
Poke mo n types, either at an 
advantage or disadvantage 
against other Pokemon types 
(a bit like a super-complicated 
game of paper-scissors- 
stone), so you have to select 
the right creatures to do 
battle, depending on the 
other Pokemon you face. It's 
a crazy mixed-up kind of 
game, offering a little bit of 
everything, but it works. The 
end result is completely 
engrossing and has more 
depth than the Mariana 
Trench. (That's the worlds 
deepest sea trench, 
oceanography fans - Ed.) 

The original game came 
in Red and Blue flavours, the 
idea being that to catch 'em 
all, you need to trade a few 
Pokemon that were unique 
to each cart. Yellow has a 
different mix of missing 
Pokemon, so you'll have to 
trade with both Red and Blue 
to complete your collection. 

But the changes don't 
stop there. Oh, no. The game 
has been altered to follow the 
TV show more closely. It all 
kicks off with you getting 
Pikachu as your first 
Pokemon, who follows you 
around (bless), refusing to go 
into his Pokeball. But don't 
worry - you can pick up 
Bulbasaur, Charmander and 
Squirtle from the same 
locations as they're found in 
the cartoon series. That 
dastardly duo Jesse and lames 
confront you at various key 





PIDGEY 
TINY BIRD 
HT ±' OO" 



Nu. 016 WT 4.0lb 



points 

(eekl). x 

In fact, if 

you're an 

avid 

watchei 

of 

SM:TV, 

you'll have a real head 

start here I 

Don't expect to have it 
easy. Yellow is decidedly 
trickier than Red or Blue. 
Some Pokemon have had 
their abilities tweaked to 
make them better balanced, 
there are beefed-up Gym 
Leaders to confront, and the 
in-game trades you make are 
a bit pants, to say the least. 

Other ye//ow-only extras 
include an improved two- 
player mode (when playing 
against another Yellow- 
owning pal), with a variety of 
tournaments organised by 
Pokemon class. Vou can use 
the Game Boy Printer to print 
out your Pokedex, the 
contents of your Pokemon 
boxes, and even a certificate 
to show you've collected all 



150 

Pokemon. 
And for GBC 
a little n 
colourful than the Red or 
Blue versions. 

So it's different, but not 
that different. If you already 
have either Red or Blue, then 
you're not really getting any 
more game for your money, 
just a few bells and whistles. 
However, if you're new to 
Pokemon on the Game Boy, 
then /e//ow is definitely the 
one to go for. Happy huntin'... 
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A common sight in 
-forests and woods. 
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Mario's arch-nemesis makes a welcome 
return in one of the finest platform 
names you'll ewer play on the bus. 
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, and after Wario Land The game I , 

. . .~gged the limelight (and suit from previous 
the charts) for almost a , 

Wario once again returns in ho 

this all-new adventure. Vou'd sqi 

nkingthe alight or __. 

/ had its fair pulp, Wario can't 

n games, but what's the catch? . ._ 

je to there isn't one. Vour ^ 

,„.,ical is extremely simple: on 

with every successive title. level, collect the coloured 

. and, indeed, behold, keys and i 

they've done it again here. correspor — ., 

,e Initially, only two 

t are accessible, but as Wario 
.After 



the woods, Wario stumbles 
cient i 

which magically h 

up (Don't you just hate it 
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II Out of the Woods 



WHO S THE BOSS? 



Inside, he strikes a deal with 
; - find the 



At night, the doors open tr 5 ohlngly, io 
Worio can net to new Nti of the 



11 III 



bashing and stomping. Thei 
of who guard a vital key c 
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1M> nuty lerpent ii the flrit Bou 

Wario encounters " 4mA worry though, 
he'i cailly xpiaihed. Pofngl Blat! Etc 



M three gooUpajt the Turtle to 

win (hit particular battle. (Remember the 

Bunny from Wario £and2?J. (Jii - F J ' 
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find keys and open 
manner of objects 
come into play. (For example, 
collecting the Axe fells the 
tree blocking off the next two 
levels.) Treasures also give 
Wario spanky extra abilities, 
which in turn open up 

.sible areas. 



Other treasures remove 
background obstacles and 
activate hidden levels. The 
crafty designers have even 
included a day/night function 
- not only do the night levels 
feature different enemies, 
certain treasures can only be 
found by visiting after dark. 

Wario must also keep a 
keen eye out for two types of 
coin; the smaller variety can 
be found everywhere and are 
used to play the sickeningly 
entertaining golf mini-game. 
But the larger Musical Coins 

** ""■ easy to find. Many of 
tucked away in dark 
,and hidden rooms. 
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get stuck later in the game. Or 90 mad, or something. 
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Collecting all eight on each 
level opens up a hidden golf 



In addition to I 
standard moves, cei 1 
enemies will temporarily 
transform Wario into 
something different. Along 
..ith old favo *'" 

Fiery Wario (v 

way through Fire Blocks), 
there are also si 
additions, including (erk) 
Vampire Wario, who can 
turn into a bat and fly. As 
you'd f " " 
mix all 
become exceedingly foxy. 

Also as you'd expect, the 
designers are funky bunnies, 
populating each area with a 
devious arra 1 ' ~ r 
and challenge. , 
Jevels play the same and, 

'' "' e non-linear 
the action is 

ays entertaining. Vou're 
not going to get stuck on a 
level and ha\ 

The gran 
colourful, v. 
/ith detail, while the 
animation is first rate. Add 
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is strictly for GBC only. Drat! 
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KILL AGAIN... 
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ith Driver and Meto' 
'"eor 5o/;'d already 

i the shops, this has 

been an amazing year for 
is of titles which, 

ense tells us, 

ought to be spectacularly 
disappointing when 
squeezed into the Game Boy. 
But despite having less 
processing power than the 
average washing machin 
the humble handheld no 
plays host to a stunning 
version of the biggest game 
on the N64 - Perfect Dark. 
The Game Boy Color 
■e is set shortly 
before the N64 main event, 
during loanna Dark's final 






series of 

test your reactions and 



The training area is a 
mock-up of a 
neighbourhot 
with derelict buildings and 
gun-toting guards. Inside I 
buildings you find firing 

, hostage situations 
and some tricky sections in 
which you must use stealth t< 
sneak up on the guards. 

You'll be glad that the 
Carrington I 
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Just what we need - another 
terrible 2D plat game starring 
dntiU i w cute r i "*Jg- WhoDp^ 

f you thought a a quest to rescue the 

crocodile's life was Gobbos, a cute race of beings 

easy, think again. which have been captured by 

' Croc can't afford to evil villain Baron Dante. Vawn. 
spend his days basking Croc follows the formula 

on the riverbank - he's on of the million other 
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them all *(,... letMe... 
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throughout most of 
the levels. 






ndscape changes, so does Croc's range of 
From swimminq to skiing to scaling huge 


spider webs, he can do eve 
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foreground object. Whet WWW 
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; levels from left to awkv. 

right, rescue that which needs interfi 

to be rescued, collect some 

anything that glitters, and kill situati 

(tail-whip) anything that their i 

moves. It sounds like a recipe bland 

for success, but Croc's wadd 

ingredients spoil what could There 

have been a tasty game. tucke 
ver wording, I know. 
The scrolling is a 



fast, speeding up— 1 " 
jumps. Coupled w, 
awkward tail-whip, the wholt 
i-*— *»« manages to provide 

dacularly frustrating 
situations. The enemies and 
their r 

bland too, most restricted 
waddling back and forth. 
There are some nic 
tucked away in dark 

■ Boy veter 
' i it in nc 
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Nope, colour only. Still, mBt 
pick up any other crap K 
platformer and you'll get ^* 
the general idea. f 
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'■ Suss the controls and it's ' 

'. easy to blast through I would test the pati 

I each level first time. '■ of a patient saint 
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Moo mi n has such a 
face, it's guaranteed 
make you smite. 



I than just platforms. 
! Good stuff. 
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EIGHT 6' 6" 
JEIGHT 360 lbs. 1 
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Carol. 
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Few people realise that 
I'm a famous masked 
wrestler. I'd tell you 
which one, but then I'd have 
to pretend to kill you. 

WCW's the one that isn't 
WWF, so none of the dozen 
grapplers on offer here is 
quite as famous as the other 
geezers. You've probably 
heard of Hollywood Hogan 
or Bret 'Hitman' Hart, but 
would you really buy this to 
play as 'Diamond' Dallas Page 
or Booker T? Probably not. 
There are three modes 
here: Quest for the Best {in 
which you have to beat all 
the other wrestlers in a bid to 
win the world title); a single 
match option against a 
computer-controlled 
opponent; and a two-player 
link-up mode. While the list 
of moves looks daunting at 
first it doesn't take long to get 
the hang of them. Sadly you 
soon find yourself wishing 
there were more manoeuvres 
on offer, because (as usual) 
it's far too easy to end up 




using the same one over and 
over for a cheap route to 
victory. (The piledriver is 
particularly effective for this.) 

Each performer's 
finishing sequence is pretty 
cool though, and range from 
Hogan's Legdrop of Doom 
to Sting's Scorpion 
Deathlock. The game ever 
manages to include some 
of wrestling's more, er, 
subtle aspects, such as 
rude gestures at your 
foes and hitting them 
over the head with 
a chair. 
Ultimately 
though, 
its just a 



wrestling game, and (as usual} 
there's not much to it. It's a 
shame, for instance, that 
there's not a create-a-wrestler 
mode - imagine linking the 
GB Camera to it. The game is 
aimed directly at WCW fans 
and such is 
passable, but 
little efforts 
, been made 
to deliver 
something 
good. This 
is nowt 
special. 
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Fab caricatures, but the 
soundtrack's annoying 



< Another basic fighting 
— Boy's 



. A good laugh to begin . The clunky controls a 

I with, but only the link-up j trickier to 

! keeps the Interest. '• the Al opponents. 
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ike the best Game Boy 



titles. Micro Machines 
i is simple yet highly 
effective. You control a 
ariety of mini vehicles and 
ace round loads of courses 
made up of 'everyday' 
objects and locations. What 



on the Came Boy? Why not? £ 
s in one, you can't go wrong! 



thrilling to race round. The 
game is also let down by its 



On the plus side, there's 

you've actually got here are You can't see very far ahead, loads crammed into this 

the first two MM games on so unless you know a circuit game, and if you're after a 

one cart. Sadly, it's colour only. off by heart, you often have bout of lunatic racing fun on 

There are more than 60 to guess where the next bend the go. Micro Machines 

detailed tracks over the two is going to appear. 
games, but it suffers from And while there are a few 

my of the same problems imaginative touches to some 

, other top-down racers. of the tracks, many aren't that 



J* 



UIHTCH OUT FOR THAT DUCH! 



*— i-ups! All 
i acting as 
rubber ducks to spilt syrup!). You need to learn where they all are as the 



^ 



*!flWPH 



Ml ' 1 







Get a grip and dodge thaw Jfc*ry Mb If , . _ 

don* war* your rtwb to come racing by on oH There" no way you eon get e 

rf the table. 'exploding on ttveytio floor- *'• a workbench In the gwogel the -ay to the fW* the through at full throttle. 
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Really bright and * Smooth and fast, though '. Loads of diffe 
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On. of th. deceit part, of flWd fear SoW l< that Mailing M* with your Mg 
gun b]iut about tht wor* thing you eon do. Creeping around and pfe»lns your».lf 
^«So*»«wWky«r«.*roib y w««p^tlr^l.far m or.V -a«^ 
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icture the scene, 
i Terrorists have stolen 
an assemble-it- 
' :-festooned 
tank called Metal Gear Rex 
and someone has to infiltrate 
their not-quite-well-hidden- 
ntral 
and take what 
is neprlprl 'ri a 
tucky-fr 
Ourhei~ 
Solid Snake, r 

;, impersonate and 
ay behind 
to stop the 
ly of the mobile 
Armageddon kit. He is 
helped by a large supporting 



jenner, Major Campbell. 
Colonel Sanders (maytx 
not), etc) while avoiding 



exploring sewers, gas filled 

ante-chambers and the back, 
of lorries for clues, weapons 
and escape r- *- 



UIBLKRBDUT 



If the guard* hav. boon oUrM 
•Iwayi a good MgB to I 
a lorry (or li It ajeep7,( 



NETUIORHiNC 




a cup o tea, 
v'nor? 



As in the Play Station 

carnation, we fill the Black 

Ops combat boots of Snake 

: Lad, fliftinq with most of 

i the game 



is wheedled out of her 
filch turns out to be, er, 
L:l -> sparring with the 
;t. It's here that 
; of the plot are 
;. inly revealed between the 
growing ensemble, And 
nuch like its older brother, 
the characters flesh out the 
mtasy world like the 
.nfolding pages of a well- 
mti war comic - dropping 
lies, introducing new 
characters and extending the 
■--yline and mythology 
i detail and 



In short, a twisting 
storyline, a large, comical 
cast and a challenging game 
ire effortlessly i 
,ou sneak about in a _,_._ 

d on tiptoes through 
..■iiuimous playing area 
stuffed with hidden secrets 
' I surprises. 



,._J you're struggling 
"irouqh sewers to rea' ' 

' )r, and on I 





■■ 











with your coi 
dressed as a soldier but ' 
long hair and wearing a 
bonnet. MGS flaunts its 

ntion. 

Contacting other 
characters couldn't be « 
At any time you > 
the CODEC videopi 
- 1 * for help. Youf 

iner - which ti 
ans of guards on « 



spotted by the viiidu iuus 
minions and they give chase 

, a handy pursuit cc 
speeds from 100 to ; 
Survive the initial onslaught 
of turbo-violence and 
' ■ 100 passes on the 
■ before they give up 
the chase and go back to 
daily patrolling. During 
pursuit, your trusty skin- 
saving scanner goes on the 
fritz, adding a further crikey-l- 
ho pe - it 's - safe -a rou n d -the - 
on to your 
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knb up thU Wdgr to enter the enemy AmyXtry 
i*. No problem. (Apparently.) What'. It f 


irf It'. my«Ury. 



I 



Swew'i IWl * bop 
hiiMry In garnet 
Th.fMfletaffclr 
> :■ r i In Hie Iron 
(ge-ane feature • 
'rtkefc*! 



: it wu only w«h 
•feitocovtryef 
.^trktyUwttht 
*-iti redly twk iff. 
fWilfrf(n«-A 
WarypwftiwJ 



Add to the ma 

whopping 180 



iuseofthev™, 
offer (C4 explosive, guided 
missiles, hiding in corners 
and pretending to be a fern, 
etc) and a brilliant t 
link-up mode, v 
hunt down your friends in 
the safety of your own horn. 
lless you live in a 
irticularly unsafe area, or 

something), and what you 

have with Metal Gear is 

nothing less than one of the 

best-thought-out, 

deepest and, 

frankly, most 

enjoyable Game 

Boy carts e 



OKINBsWl^ 

Predictably not, but i**~ 
buying a 

for, SO eVti f «..« my ry . 

(Particularly Nintendo.) 



:s;?i 



What o pier day for 
going to the park 
with » picnk and 
garrotting 
pSiHTi-by. YoWu. 
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PRESENTATION I CBMEPUY 

It all looks quite sweet, I Basically the 

considering it's such a I and-ballr j! - 

simple little game. ' \ 



Two-player mode Is good, • It's never particularly 
and collecting all of the ■ easy. Sometimes you'll 
cards will take forever. t L_ 
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CHOOSE ti GrtflE \ 



GRAOIUSH 

BELMONT ' 



1011,511 W). 

.(tOU I ' S 
:WEMGE 
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ring, sha 



sipping pansies. 



he proof that we've 
gone soft lies in GB 
Collection Vol. 4, a 
lation of spruced-up 
>m the old days. Take 
5/s //, for example. Did 
illy used to play games 
ugh? You've got to 
your spaceship through 
s of enemy-infested 
Put a wingtip wrong 
>u're bundled back to 
t restart point, stripped 
our power-ups. Luckily, 
iwer-ups will have 
I your ship into a laser- 
I fortress so you 

be okay. And also it's 

it fun. 



Castlevania II: Belmont's 
Revenge is a bit more 
relaxed. This time you're 
Christopher Belmont, axing 
vampires {vengefully) as you 
hunt for your missing son. 
Swooping bats show you no 
mercy so you'll need to grab 
every last one of the energy 
hearts that are cunningly 
hidden in the scenery. 

And how about We Ar 
Kung-Fu? It's a conversion of 
one of the worid's first beat- 
'em-ups, and as such it's 
laughably crude. But you 
won't be chuckling for li 
Wang hurls a fearsome 
of fireballs at you. 



Welcome relief c 
the form of Antarctic 
Adventure, a cheery r** 
that's notable mainly ; 
screen debut of Penta 
the penguin out of Parodius. 

Graphically, all four games 
look a bit dodgy, but they're 
all still great fun to play. 



OK IN BsW! 

The games were originally 
released individually for 

: Boy, SO, ^E 

yup, they're fine in i 
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HHRD ENOUGH FOR VOU? 
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and wrestling the Ed. (But only if I get to wear my spangly leotard - Ed.) 
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PRESENTATION ! GAMEPIAY ! LONGEVITY | DIFFICULTY 

Nice intro screens, but : Classic, old-fashioned, I H that the urn. as : Uttra-hard [Nemesis H) 

rather tragically elderly I cask-matured, hkjh- \ length? (No - Ed.) Oh. \ to gently taxing 

'— — -— -iphics. ' precision stuff. Hur— L * 



an 



FUNNY FREES! 



M 




GOING TO 
-. TRY AH _ 

f . EXPERIMENT!, 




Ln 



s if it wasn't bad enough his bits back together 



S 



than you think, 
you jump near a 
platfor— - 



distant platforms. 



that Toonsytvania is a 
I bit of a crap platform 
game, the cardinal sin has 
been committed: you cant 



Vou're Igor as he trundles 
through the levels attempting 
to reconstruct his chum. At 
the start of every level, Dr 



squish things when you jump Frankenstein rattles off a list 



on them! 

All right, so that doesn't 
necessarily make it a bad 



Super Mario DX, which is 
based on a game that's nearly 
17 years old, you realise that 
it hasn't got much going for it. 

Mad Dr Vic r 
has left his lab ui -..- 
This turns out to be a bit of a 
silly move, as his two loyal 
sidekicks, Phil and Igor, hav 
been having a bit of a lark 
around in it. In an experiment 
gone wrong, Phil gets blown 
up, and it's Igor's job to get 



done A mod Ktantlit* toy juat lant long 



of all the gubbins you need 
to gather to complete the 
level - and it's huge! 

Toonsytvania is all about 
collecting stuff, and flip all 
else. It's just plain duH. 



OH IN MnJStpnstfyato 

Toonsvlvanio can't be aaataaW 



Toonsytvania can't b 



Boy. But that's okay - 
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ITIFINKY mONSTERS! 



■i"iflyn*i*«ln Hurt. New if 
you've got a match you can to - -» ■ 
fw* ***** 



s 




:«* r *;,s*v :«* '.' 



&**§ 



■ '/VTJBo* ' 




Thena*yr«t..*m»»r«*aierthar 1 av,ry Th««e >pHVi are a piece of cake. They *•» W your war* enemy- eravty ta*V(J-et 

,*fctMr« and cant* a bk*l< of energy wp and toum. wMtlng f or you to Ml 'am. 

atfh. M . n l lafraM. Tha etaM-kgpd Ma. J-, to th, *tt U-, k a * -art,,. 



CKforaaoodbooli-uiolanyNrt 
of book actually. Youl neea thb onr ' 
you're to pat on In 7<Mniyh*va. It' 
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: PRESENTATION j GBMEPUY 

'■ Good looks, great * Did I say pants? (Yes - 



\ LONGEVITY I DIFFICULTY 

! Give it about an hour '• Not tricky actually to 

! before you lose the will ' play, but finding all the 

I to live. • Hems is a bind. 



51 



horns. Bulls tend to 
the 









duels, believe it or not. 



; for their horses. 
Operatic huzzahs then for 
the story of a map, torn into 
six parts, that leads to the 
fabled treasure of El Dorado. 
Find the parts, reassemble the 
map, " 



There's nothing here you 
haven't seen many, many 
1 fore. It's all the 

; of all the obvious 
vou've played, 
tout the place 
,;hile collecting coins, 
dodging t 

enemies, - 

id generally leaping about 
in the manner of a jumping 
bean trapped in a spring 
factory during leap year. 

The single point where El 
Dorado differs from other 
plat games is the graphics and, 
' r, these are fantastic: 
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off with Aladdin. 



Praise bell 



*>*****.*» 



■ is stunningly shame that no imagination 



HOLY TDRD, BHTMHN! 



nmrnm 


rig an obstacle -strewn 
astie. Prang! 
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.eil U Ms the I«r9e»t Ml tW 

upper on the t*nt Boy? Let's a* I 

rfawor SUence. *«* «*? ■ 
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confirm that tNi to the lvoejt bo» 
nappe*- on the time Soy. Thar*.. 
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; PRESENTATION ! GBMEPUV 

i Top animation of fab • But it all goes a bit 

I sprites, and smart ; wrong here. Simplistic, 



ilOHCEVITV 

'. Not long before it 
'. becomes samey and 



! DIFFICUITY 

'■ No probl 

: EVER played a pl.it 

I game. Which you have. 



e of the filth is also a 
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DRIUIHG GAMES 



lh« fir* rejtauriw !i to the 
WMt J«* fofew the «rrow 
the *r<*lon yo* nee* to go 



T 
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over the last few months, but 


outrun the local rozzers w 


now the daddy of all driving 


on your way to deliver st 


games has made a successful 


goods or chase down a n 




Successfully maintain 




all the crucial elements w 


felonious glory. Posing as a 


put the title in everyone's 




PlayStation top ten last ye 


streets of San Francisco or 


developers Crawfish have 


Miami has never been more 


also managed to crowbar 


: un or, indeed, easier. 


several fantastic driving 




games to hone your skills 



ID 



□RiVE TO SURVIVE 



adventures and joyriding 
thrills aplenty, Driver uses the 
lased formula, 
i more out of 



where you could leap out of 
the vehicle and cause havoc, 
i all the antics in a 



format. This in no way dulls 







m 



tch The Driver, or something. 
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you're shwWeflfcethb. 
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cocohut — 
GROVE 
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against the dock 

(Checkpoint) or i 

the attentions of 

car pursuitage in the game's 

Survival Mode. 

After you've got the hang 



ot throwing your r 
vehicle around the co 
it's time to start your c 
getaway driver (while in 
reality being an undercover 
cop in a rubbish plot twist 
inserted to placate the 
censors. True) and enjoy the 
.idventores waiting in 
Undercover Mode. These 
offer such delights as getting 



to the bai 
avoiding 1 

ne speedboat 
driver's keys and r 
a bunch of restaur 
variations thereof, but l..-, 
each uniquely challenging, 
forming part of a gently 
sculpted difficulty curve and 
providing much more of an 
arcade thrill than Grand Theft 
Auto, which is slower and 
much clunkier by comparison. 



ttiuvnn 



: th 

eu i deuce'- 

you did good. 

we 'ue got r really 
■iot crr that needs 
to be out of here 



cop cars cl 
with the barely disguised 
ferocity of the original game, 
and while sprawling streets 
provide some room for 
manoeuvre (although littered 
with traffic cones and other 
progress-impeding debris), 
the police are hard as nails. 
And, if you're not careful, 
they'll ram you into a tight 
spot and wreck your car. 
Good job they don't often 
go for the notorious road 
blocks of the PlayStation 
original. 

Driver is exciting and 
perfectly pitched. It's a 
tremendously 
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i't. (You just did - Ed.) 
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IF BREAKERS 



DRiViNG SCHDDL 
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Ificopo-pyliOtlnfrontDrygy.Mv.tt Uw otlwjr cori to *njM you from *. 
bfr^whSto^loutofwntrd romrincjcoptJw.lfc.thb. 
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j can pack the entii 
; of pool on to a 
cartridge the size of a teabag. 
That's just what Coder 



powerful electric minds. 
Including the Training Mode, 
Pro Pool features no less than 
nine different modes of play. 
Vou've got things like eight- 
ball, straight pool, three-ball, 
hustle and pin-the-tail-on-the- 
donkey (this is a lie - Ed), and 
every game has its own rule 
sheet to get you up to speed 
on how to play properly. 
That's a lot of pool! 

When you actually play 
the game, things are dead 
simple: the action is viewed 
from above and you, plus a 
te or the Game Boy, take it 
turns to shoot. You do this 
,,j a little pointy gauge that 
extrudes from the white ball 
~nd which you r~~ - 



[tending or 
ning depending on I ^7^. 



3 put into the shot. It 

r - ail that's 
i do is press the A 
lutton to poke it sturdily. ^ ^ ww^-i .. . 

And yet there's one thing wnkb-tot-at-wWch 



i utterly fab. When 
ig the direction of 
j. .., ,ot, you can't make 
any fine adjustments to the 
angle. This means that aiming 
the white ball is dead tricky, 
and sometimes you simply 
can't hit it wl 
In many casi . 
wrong shots to 
with nothing in 



being playable, it's often 
frustrating. Even the Hustle 



doesn't save it. It's a crying 
shame, as Pro Pool is in evei 
other way a really good 



HUSTLER! 
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Player 14 


- 


Mi Is trlchy, became you end the GW. ere 


9*>fl 




ire- 
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LINE iT UP! 


1 


he idea is simple. 
east hit) and strike 
traightforward thr 


rake your cue, line up the white with the ball you want to pot (or at 


1 


it at speed with your special stick. Taking aim at the object ball is a 
;e-stage process. Pay attention, 007. 
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4Potfturt IPotRun" -iPotfajrJ 


M a* -*fa7 It's the frtust bal Okay, try to clip the re* boll very Drat It's all gone wrong again, 
the rigM. Pool cptrtiUltMi "the cut thinly so It'i sited Wo the centre pocket. But don't fret, this happens a lot In Pro Pool. 
A" Ml »'■ A. tm to Mt fht Pool tW t> col tM*. "Ik* t*My " Experts call this, "A Ht crap. MMfe." 



wished he hadn't left r 
shower that morning. 



Does what it't supposed : H should foe smashing, X If you «n handle its silly : It b difficult to play, 

to, but doesn't feel the : except It Isn't. And thats : ways, then youll play it '. but only 

need to do more. : a bit of a shame. : forages. : flawed and fussy. 
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Calling II 'Clnulc Ganw' li 
Jiut Mhlnj for It. frankly. 
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i sk anyone what their 
favourite Game Boy 

I puzzler is, and 
invariably the word 'Tetris' 
will crop up - there's no 
beating the classic formula of 
falling blocks and hunching 
tension. Vet games keep 
trying to 'improve' Tetris. 
Games like Wetrix. 

The basic premise, like all 
good puzzlers', is extremely 
simple: use falling blocks to 
make containment areas, 
then steer the water droplets 
into these to create lakes. 
Gaps in the walls, as well as 



holes in the floor, will cause 
the water to escape - lose 
too much water, and the 
neighbours below kill you. 

Other objects are 
chucked down from the 
neighbours above (or 
whoever), including 
destroyers (which remove 
parts of the landscape), 
fireballs (which evaporate 
water), and bombs (which 
blow up walls and make 
holes in the floor). 

There a number of 
different playing modes to 
suit your mood, including 
Classic (bog-standard mode), 
Pro (just like Classic but much 



faster), and Handicap (where 
you can tweak the 
conditions). You can even use 
the lovely Practice mode to 
hone your skills before 
plunging into the game. 

Though a courageous 
attempt to try something 
different, Wetrix is highly 
demanding in terms of skill 
and patience, but in the 
wrong way. It's fiddly and 
annoying. Vou react rather 
than plan. The graphics are 
bland and confusing, making 



OK IN BsW!^ 

Plausible? yes. Possible? 4#V 
No. Anoth 
line of Gai 
only game 



it difficult to place blocks 
accurately, and the music is 
awful, if you really are a fan of 
bricks and water, stick to 
playing Tetris in the bath. 





The Practise . 

mode li packed •' 

Vuoni'. each with 
e ipetlflc objective. 
Luckily, none of them 
li ai scary u double 
moth! with Bullet- 
Breath- Oiuert m 
teacher'i name Sere). 



use 'constructors' to build a 
wall around the landscape 
before the deluge Falls... 



Dutifully I practlie the leiwi 
(and rather well). Next 

objective, please. 



: PKtbfcmaiiun 

: Plain, minimal, 

! uninspiring graphics, 

'■ depressing audio. 



i Furiously taxing from I 1*11 take 
! the outset, but lacking • 
al fun and excite 



5D 



■"vj To celebrate the smashingness of Lara's Game ^H ^^t'X C WW CMW 

* Boy 



It's the game of the film of the secret gold 
Scty of the legend (or something), and 
■ Ubisoft are giving away 10 copies, plus 10 
snazzy Game Boy carry cases, to 
carry around your Game Boy 
with the game inl (Phew.) 



For success, answer this question: 
2. Who are the stars of El Dorado? 
A) Steve & Dave 
B}Tulio a Miguel 

C) Cheese & Onion 




It's one thing having 
a stash of dog-eared 
Pokeimon cards to swap in 
the playground when the 
coast's clear, but 
becoming an 
expert player is 
another matter 
entirely. Good 
job we have a 
dozen vids to give awayl 

lust answer this: 

3. Which is the rarest Pokemon 

of them all? 

A) Mew 

B) Phew 

C) Pikachu 



that can only mean 
one thing: hitting the 
beach, caked in sunscreen 
and armed with your Game Boy. 
When it's time to ^W\ 

retreat from the heat, dash to your nearest Nestle IB \ 
Ice Cream vendor and demand a Rowntree's Fruit ™ 
Pastil-Lolly. It's the only ice-cold snack-on-a-stick 
that boasts five intensely fruity flavours. Scoff! And 
to celebrate, we have 20 lolly-shaped radios to 
give awayl 



As long as you can tell us: 

<+. What does AM stand for on a radio? 

A) Awesome Music 

B) A Monkey 

C) Amplitude Modulation 



t-J'IMH'Hrlil'l 
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iffijj -jii iiJu -Mi mm m -m mn 



mm can ensesk as mans ae tuess compos 
as sou true in one so. buns aoua name, 
n»t>B.ess, answers ana swone numreft en 
a pastcawi an» sens ts so: 

w;n: ui?n: uurn: • Ptanee same 
bos • eu&ucis PUPLfSNtne • 30 
monmoutH st • bssn mi aew 



3 purchase necessary. 
n still enter even 
if you're reading this in the 
newsagents and are too tight 
to stump up the cash! 

Only one entry per 
reader. Multiple entries 
be destroyed in a small 
controlled explosion. 



The closing date is 22 
September. Don't delay, 
enter todayl Or tomorrow. 

Employees of Future 
Publishing and all 
companies associated with 
these competitions are 
banned from entering by 
royal decree. 



The Ed's decision is final. 
(It's true. He decided.) 

Winners will be drawn 
from a big floppy hat in 
order, compos 1 to U. Get the 
question right and you win 
that prize! Get it wrong (or 
miss it out) and you go back 
in the hat for another chancel 
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.. t ty. Red 
i lorra, yellow lorra. Arf. 



LONGEVITY : DIFFICULTY 

: What It lacks in difficulty, '• You probably i 

! It makes up for in sheer • have too much trouble 

I slw. Ms positively large. : with it. It's (ust fun. 
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We Included W port of the 
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v , ,o ordinary bits of 
kit. Oh no. No-y no, not at all. 
What \ 
scaled-down versions of 
Windows (you know, the 
clunky PC interface) with an 
Austin Powers theme. 

(Well, strictly, one of 
them boasts Austin, the other 
a Dr Evil theme. But the o 
of each cart and their 
contents are identical.) 
= only two i 
. to each cart: gam 

ns. The games . 
droopier than the o 

come with real Windows: 

Paper Scissors Stone is a 
totally pointless version of the 
playground classic; and Mojo 
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probably the main area of 



hang on. Er. in* that door? Gen." 



•St. 



Ma 



nply a 



to* oah!ih«*r. on backward* 

No. w*, I'm facing the wrong way. Ho. 




word processor where you Powers movies). If only 

can print out your they'd thought to include ; 

masterpieces and 'e-mail' address book there may 

them to mates via the have been some point to it. 
infrared link-up (er, as long They're clearly aimed at a 

as you're right next to each very young audience but 

other). The carts also that's no excuse for shabby 

include a calculator and the rubbish like this. So diabolical 

Internet (actually just some you suspect Dr Evil might be 

trivia about the two Austin behiH '^ 



OK IN B.W? a 



Md-o't>ac h as ilow and 4uH BJ s After abo 

.odden hobbled y* explaining town the mm. 

planning, in a stately monotone, fci Man*. them). Sf 



\tus Game Pak u 

J only lor the 

''Gome Boy Color 

Use it with the 

Game Boy Color. 
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■MFFKUUY 


Neat movie clips. And 


• Three mini-games, but 


• Once the novelty's worn 


: More offer) a utility 


that's about it for the 


'• they're crap. So three 


. off, these carts will be 


• than a game, so not 


presentation side. 


'• crap mini-games then. 


. gathering wormy dust. 


• really applicable. 
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with 
til 


you reach a stra 
section of track 

(you'll bash stra 


ght 

ght 


cars). With fireb 


alls 


and missiles, th 
weapons follow 


the 


curvature of the 
road. As anothe 
appears on the 
horizon, blast it 


rear 
1 
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and double drat! Looks like 
Dastardly and Mirttley are up to 
oM tricks in this 



ma 



..e pretty thin on tl ,^ 
nd. Thankfully, Infogrames 
" _ w filled the gap with 
Wacky Races. 

Based on the famously 
terrible Hanna-Barbera 
cartoon series, the game 
features many of the origin 
characters, including the Slag 
Brothers, Rufus Ruffcut, the 
Ant Hill Mob and Penelope 
Pitstop. Four additional 
meters become available 
in the game (see the 



OBg 
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(including New Vork and 
able Hawaii} have their fair share 

e of twists, turns, jumps and 

box). hazards. Fortuitously, there's 

also a plethora of pick-ups - 



- head for the finish 



ng Arcade, Endui 
Championship and Time Tri 

s different: 

or once, re 

a difference). 

The graphics and 

animation faithfully capture 

the spirit of the show, and 

"rh of the nine 



fireballs - to help you 
out the opposition. 

If you thought Game Boy 
racers were sluggish, think 
again - Wacky Races blasts 
along at a blistering pace. The 
effects are also superlative, 
from the textured roads to 
the gorgeous colour and 
transparency effects. 

Even if you're not a fan of 
racing games, Wacky Races 
is a top-notch title by 




Mean rtocMnt(DMWf<ily & Mittley): Win CrMy I 



- 



V _jOl superbly i 

RMHH addicitive 

"X&± immense 

Rassinfras 



s standards. It's 
y playable, utterly 
e and, above all, 
e fun. 

assinsassinrassin! 
Awa-a-a-y we 
go! And so 
h on. 
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Met Proof tomb (the Ant HW Mob); 

A ijoorJ all-rwnder ~r, ' 

highly manoeuvrable. 



Crimson Hay baifer (Red Max): Wlr 
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Super-fast graphics, I Fluid. I 

smart animation and * i 
some funky ditties. I I 



: DIFFICULTY 

I Urge to complete all racing • Easy for hardened gamers 
I modes and unlock hidden | but the difficulty can be 
I characters is... strong. '. ramped up. 
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i, but it's all a '* mastered, the excitement I run for ages, but youll . 
i I drains pretty quickly. : have tost interest by then. : fur 




mnKiNC PLANS 

Planning routes for the different teams is vital, as you'll 
want troops arrive in the right place at the right time. 
You can also assign orders to any team, and switch 
between them at will. But you can't ask them to dance. 
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Move the curior and top the button 


Pause, and you -m hop between 

the t ( ami bo change OfV> and lecticj. 


to drew' your chosen path. That s a plan. 
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the bad guys- 

— playboys and terrorist- «*■# — ML |||a 

shooters. ('Homi/i/ - A ffyj DM IN RcMf" 

y Rainbow Six closely UBB ■■■■■■■■■ 

ig people and mirrors the PC original, so Rainbows are famous for 

--:-- 1S having lots of colour. 

Accordingly, Rainbow Six 
": work in B&W. 



:ontent with pulling 



ig people and 
blowing up stuff. Enter the 
Rainbow gang, international 

0HHISUTT3 
VOU SiR! 



rry about 
shooting irons and big 
black bangy bombs, but 



shooters. (Hurrah! - A fly.) 

Rainbow Six closely 
mirrors the PC original, so 
you get the same 1U mi" : ~ 
(anything from killing 
terror'"'" " 
Once 

briefing, you m 
pick your sqi' 3 '' 




GAME BOV COLOR 



putting. However, patience 
reaps its own rewards, and if 
you like a little lateral 
.ing, you'll quickly 



imt- 



paths like soggy Sellotape to 
a damp brick. But once that's 
out of the way, you're free to 

•ad, shooting the 
baddies, luring hostages to 
safety, and generally keeping 
the peace in fine style (even if 
the bad guys are amazingly 
easy to pick off). 

On first impres 
huge array of optk — _ 
daunting, and the 
" ' slow default 
I is a little off- 



The game's main failing 
appeal - unless you 



love for strategy 
games and an 



^V Actually, III cjol 
for the contact J 
lenses. 
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blocked off. To access more 
norise and eat. 



'8SW5- 



light! Go! Go! GO! Oh 
. maybe we should have got in first. 




There must be some 
reason why the Game 
Boy has played host to 
so few really good driving 
games. It's probably to do 
with science. Whatever the 
cause, it's great news for 
Kemco, of course, because it 
means that TG Rally 2 is 
virtually unchallenged in its 
drive-y excellence. 

The coders responsible, 
possibly named |im and 
Donald, have wisely decided 
to ignore all of the special 
effects and graphical trickery 
seen in rival driving games, 
instead concentrating on 
_ as much speed as 
ble out of the console, 
you've unlocked a 
iple of the better cars, it 
really does move along at a 
scorching pace. 

The tracks have plenty of 
wide, sweeping bends, and 
with the arcade-style handling 
you can take comers at full 
speed without sliding off the 
road. (Assuming you stay on 
the best racing line while 
jostling for position with the 



mrfniiBTirrm 




computer cars, of course. 
No-frills looks and slick 
handling aside, what really 
separates this from most of its 
rivals is the top two-player 
mode. Vou don't get any 
computer cars when playing 



via the link cable (and, erk, 
you'll need 50 guid for two 
copies of the game), but it's 
an option that few other 
Game Boy racers offer. 

Right up there with the 
likes of Ubi Soft's Suzuki A/stare. 
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I Looks a little bit bask, I Friendly handling e 



: DIFFICULTY 

and that '. Not as difficult 

tasty {if expensive) two- '• I 
player bonus. - t. 





<•> REViEN 




air 5 



m\ 



u 



yl»>-b4nict<>nthe 
uVe jot flny t«*t you 

■art think ». Good job W 
yi better thw It loofci. 






I rgh! This looks like 
some mouldy old NES 
game from about 
1988! (That's because it IS a 
mouldy old NES game from 
1988, you berk - Ed.) Oh. 
Erm, that explains why it 
looks rubbish. Except, 
although the graphics are a 
bit furry around the edges, if 
you scrape off the green bits 
and start to play, it turns out 
to be a bit of a ripsnorter. 

To begin with, it's like a 
sort of weird platform shoot- 
em-up starring one of those 
jumping tanks that would 
probably be incredibly useful 
in real-life wars. But very 
occasionally you'll come 
across a narrow gap in the 
scenery, or a door. Thats the 



point you press Select, 
whereupon a tiny man jumps 
out. He can sneak though 
doors into viewed-from- 
above maze bits, where he 
can attack bosses and grab 
weapons to fit to the tank to 
make it even deadlier. My 
favourite is the downward- 
firing Thunder Break, which is 
highly useful if you do come 
across an enemy below.' 

What makes it such fun is 
that the tank and the bloke 
both respond nimbly to the 
controls, and the levels Have 
been cunningly designed so 
that areas open up as your 
tank becomes more 
powerful, giving you good 
reason to hop out the tank in 
the first place. 



There's no battery back-up, 
curse it, but every so often 
you get a password to write 
on the back of a bus ticket 
and then lose. 



So, 9/aster Master is n 
that it looks. It also proves 
that they quite literally make 
them like they used to. 
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Mums always tell you to eat your 'P's, and now you'll 
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weapon power-up chnrjei 

n's oun " the one he mei when he's 

Ing around. There are "lio tank bootfi. 
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PRESENTATION 

Sadly, it looks just tike 
the 1980s throwback it 
undoubtedly is. 




i GAMEPIBV = 10NGEVITY : OIKIC 

I Surprisingly entertaining, '. There are eight hefty I Moderately tough i 

I with tank/bloke action '. levels and it's tricky to '• some really chewy bits 

I and lots of secret bits. : get through. '• to keep you amused. 
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Input the passcode 0601. 

Vou'll get a message telling 

you it's wrong, but just 

start your game. When 

you're playing stand still, 

hold SELECT, and use 

the D-PAO to fly about. 

Should you wish to land 

release SELECT. 



LEVEL SHIP 


PflSSMfOUDS 


Type the following on the 
same screen: 


Level 

2 

3 

h 


Password 
K14QF4 
3T5L31 

. SHJ54H 


Level 

2 

3 

k 


Password 

3HQTL1 

Z1KMQ1 

,. 2TQCHR 


Level 


Password 













Opponent Password . 

ValVenfc 2BW 

RoadOogg 2BH4 ' 

X-Pac 2BKN 

Billy Gunn 2BLH 

Ken Shamrock 2BPL 

Og Boss Man 2BRN 

Shawn Michaels 2KJ 
B%Gunn W J 



Seem to be plodding 
along in second q 
Give your performance 
a boost with these 
turbocharged cheats. 



Hold up and tap AorB 
while rounding a comer. 
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Wrestlers, eh? They're big, strong hairy men with 
rippling muscles and an unhealthy obsession with baby 
Oil. Clearly, then, your best option is to cheat. 



I Opponent Password 

BoadDogg PJH! 

W Verts fJHT 

JrfbireB JMKB 

Srown Michaels J>Jn6 

8k) Boss Man PJH9 

Ken Shamrock PJRU 

Die Hg Show PJSS 

Shawn Michaels PJyz 

T*le+I JMXC 



Opponent Password 

X-Pac/Ken Shamrock PJZX 

Steve Austin PJ18 

Undertaker PJ3P 

Kane PJW 

The Rock JM7H 

Mankind JUIC 

Kane PKBY 

The Big. Show PKDY 
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1 Big Show 


C525 






HlCane 


CS4L 


fHA ^M 




1 Mankind 


CS66 


V urllnrl ^1 




■ The Rock 


CS8K 




M s *1 


1 The Undertaker 


CSI? i 




1 Mpj 


I Mankind 


CTCv 






1 Bkj Boss Man 


an 1 






1 Shawn Michaels/ 








■ ValVenis 


CSOT J 






1 Triple-H 


CSX I 




Tif/Il 



I Opponent 

Ken shamrock 

lefflarrett 

RoadDogg 

X-Pac 

Mr.Ass 

ValVenis 

BlgBossman 

X-Pac 



Password 

FSDH 

FSH4 
FSKN 
FSLH 

FSPL 

FSP.4 

FSS3 

FSU? 



Triple-H FSXP 

Shawn Michaels FSZ7 

Bkj Show FS2K 

Kane FS30 

Mankind FS4L 

Undertaker FS7Z 

SteveAusdn FSIP 

Mankind FTB8 

Big Boss Man ^ FTD8 



Triple-H 

Kane 


2BKP 
2B2K 


The Big Show 


2B30 


Mankind 


.2B6L 


The Rock 


.. ..2B7Z 


Steve Austin 


.. 2B!P 


Mankind 


2CB8 


Shawn Michaels 


2CD8 




ifil 

Enter password. 
YGX-XZ 



Press A, B,A(x2), B(x2), 

SELECT (x2), START at the 

title screen. 





TYPE-PU 


tOP5PEETj 
fitCELEKATION 

HHMDUriij 


RffirJ 



CH23 



i 



Card game, Mr Bond? Please, sit down. 
But of course we can raise the stakes. Very 
well, you take those and I'll take these. . . 
and. . . yes. Beat that Mr Bond! Hahaha. . . 
Oh, you have. Dratl 



■:i 



E— 3 



ffiV 



GE5BBI 



If you fancy a quick game of cards without 
having to play the game, input one of the 
following as your name to get to the casino: 



Red Dog 
Baccarat 
Blackjack 



Password 

..REDOG 
BACCR 
BJACK 



Here's a sneaky old-style 
trick. Begin a new game and 
walk inside the house, then 
take the med-kit from off the 
top bed. With it in your 
possession hit SELECT then 
choose Save and Quit and load 
up the game again. The med-kit 
will have reappeared and you 
can repeat the process until you 
can carry no more. 



POWER QUEST 



WARJOLAND 2 



MEN IN BLACK: 
THE SERIES 



CRASH DUMMIES 



• "ear, „e„ to £TJ£g* ' a '«"9 level vwll „ otice , , 

>">" <h* cheat has worked Thk l'"' 1 " h " " "* teNs fftfcn3 

An admittedly hard «T_ T^"™*-* i **iui^^^£i^M 
""'•"""' "'"-self, 'ZZ Z? ° "™* "" 



Welcome to 

PfcOP OfW3 

Question Time! 



HELP, i'M EDiNE NUTS! 

9 "I'm really stuck on the Mako Islands in 
Conker's Pocket Tales. In 
VV the game where you 
have to hit every nut, my score 
only equals 2,600 points, and the 
target is 7,000. Can you help?" 
A--, lain McDonald, 

Livingston 



I 



rfcJ4t 



hauc very IdraSv ; 



TilTIE FOR UIHLKiES, BOUI-UOU UHTCH THIS S 



9 "I'm stuck on Zeldo DX. I've got Bow-Wow and this 
woman keeps telling me to take htm for a walk, but 
49 where to? In the second dungeon it's all dark. I can see a 
keyhole, but it's guarded by pots (and I haven't got a key anyway!). 
And where do I find the bracelet that will allow me to lift these pots?" 
j^_^ Elaine, Huddersfield 



K 1 *! 



\ 



mphl) "ARGHM! I'M ON FIRE!!! Sqi 
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^HMk "I've had Super 
^^^^ ^ Mario Land 2 
4IP for years and 
I've completed it so many 
times. I've heard there are 
six secret levels and I've 
found five. Do you know 
were the sixth is? I've 
found the one in the Turtle 
Zone, the two in the 
Pumpkin Zone, one in the 
Tree Zone and one in the 
Macross Zone. I've heard 
rumours that there's one in 
the Space Zone. If so, 
where is it? I've been 
trying to find it for ages." 
Laura )ane Parry, via 
e-mail 



"pcwentin? aw, aas, 
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Oliver Dobson, Newbury < 

"Oliver, my dear boy, there is 
confusion among I 



It will only leave < 

HM01 (Cut), which is 

from the Captain, as this is the only 

important item on board needed 



and Kangaskhan in Pi 



Richard Featherstone, Lanchester < 



"Oops, dropped my 
. Pokeballsl Whoop! They'v 



LET'S FiNiSH OFF BDND 

gg^^ "I've been told that you can get a better 
^^^^ ending to lames Bond 007 ifyou find a 
^0 special item in the game. Is this true, and if so 
where can I find this mystery object?" 

Debi Smith, via Email 
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There's one thing that 
can be said about 
Mario that rarely 
applies to videogame 
characters. Vou see, he's not 
just a personality or a face 
for a game, he's a legend. A 
veritable icon. A hero of 
immense proportions. He 
also happens to have a 
girlfriend who seems to get 
kidnapped more often than 
any sane man would prefer. 
Though Mario has had 
several outings on the Game 
Boy, most notably the Super 
Mario Land trilogy, they 
weren't entirely true to the 
genre which had received so 
much critical acclaim on the 
bigger Nintendo consoles. 
Thankfully, the release of 
Super Mario Bros DX 
changes this completely - 
you're not only playing 
an important slice of 
videogame history, 
you're also getting one oi 
the finest platform titles on 
any system. 

Rather than rely on just a 
straight conversion - which 
would have been no bad 
thing - Nintendo have 
crammed in tons of extra 
goodies: 32 Original Worlds, 
32 Star Courses, 32 
Challenge Courses, 32 extra 
Worlds previously only 
released in lapan, eight 
unique Two-Player Worlds, a 
Racing Mode, Photo Album, 
Toy Box, plus a myriad of 
neat extras to keep you 
entertained long after you've 
finished everything. It's 
almost too much to handle! 
Thankfully, we've put 
together everything you 



could possibly need to get 
to grips with the game. There 
are the highly detailed maps 
and a barrage of tips for 
each and every World 
(including the Star Courses 
and Extra Courses}, useful 
tricks for beating your 
mates in the Vs. Mode, the 
locations of all the Red 
Coins and Voshi Eggs in 
Challenge Mode, a shedload 
of tips for getting all of the 
pictures for the Album and 
finally, useful pointers for 
getting the most out of the 
Toy Box. 

So, grab your Game Boy 
and a dozen spare batteries 
and prepare to delve into 
one of the most rewarding 
handheld experiences you'll 
ever have. . . 







Read the 

manual thoroughly 

because it's packed with 

useful information, tips and 

handy snippets. 



Learn to use and exploit 
the Look Up and Look 
Down features. By pushing 
[ Up or Down on the D-pad, 

There are a million ways for you to 
(wn bonus points and e'tra lives, take 
advantage of them! 



WbVr 




you can scroll the screen to 
catch a tantalising glimpse of 
anything lurking above or 
below you. 



©Master all the r.ua.rv« 
of the control system, 
from holding the A Button to 
jump higher, to using the B 
Button to gain extra speed or 
perfecting the ability to slow 
down in mid air to prevent 
Mario skidding off the edge 
of a platform. 

©Vou can use the SELECT 
button to toggle 
between Front and Rear 
views. The latter is the 
default, and positions Mario 
roughly in the centre of the 
screen. Front view positions 
him at the far left, so 
although you can see further 
ahead, it does leave you 
vulnerable to attacks from 
the rear. 

©Press SELECT on the 
map screen to toggle 
between Mario and Luigi. It 
doesn't matter which one 
you choose (unless, of 
course, your name happens 
to be Mario or Luigi). 

©Unless you're actually in 
an underwater World 
(or bonus area), you should 
avoid water at all costs; like 
the lava, it's deadly. 



that you can tackle most 
enemies by bashing the block 
they're standing on from 
underneath. Each time you 
hit an enemy with a Koopa 
Shell you'll earn points. Hit 
more than one, and the 
points will double with each 
subseguent hit (starting at 
100 points, you can then 
earn 200, 400, 800, 1,000, 
2,000, 4,000, 8,000, and 
finally a 1-Up). 

©Always ensure you take 
a running leap at the 
Flagpole to get the maximum 
possible bonus (the bonus for 
hitting the bottom is 100, 
working upwards to 400, 
800, 2,000, and then finally 
5,000 points). 

©If you land on the 
Flagpole while the last 
digit of the timer is 1, 3, or 6, 
you'll trigger the Fireworks 
display (depending on the 
digit, you'll get 1, 3, and 6 
Fireworks respectively). Each 
Firework is worth a cool 500 
points, allowing you to 
potentially earn up 
to 3,000 points! 

©For an 
extra 
five lives, be 
sure to pay a 
visit to the 



Fortune Telling section of the 
Toy Box before you begin the 
game (see Toy Box for more 
information). 

©For more lives, enter 
World 1-1 and collect 
the Hidden 1-Up, then Pause 
the game and select SAVE 
then END. Start the game 
again and you'll still have the 
extra life. Simply repeat this 
process as often as you 
like to build up a 
substantial 
stockpile of 
extra lives. 

©To gain I 
even 
more lives, 
head for the ' 
end of World 
3-1, wait 
for the 



learning to uw and 
eiploittheLookUpand 
Look Down feature can 

coming a cropper. That'll 
tenth the Koopa Troooas! 



Koopa Troopa to come 
down the stairs and then 
stomp him on the bottom 
step. If your timing is good, 
Mario will bounce up, the 
shell will bounce right and 
rebound, then Mario will 
land on it again and send 
it bouncing off to the right 
once more. Use this process 
to glean up to a maximum 
of 99 lives' 



© 



When you're Super or 
Fiery Mario, remember 




I'm a 

legend in my own 

lunchbime! 



!m 
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T enemies which 
Mario will 
encounter during his 
quest 3'e both cunning 
and varied and it's vital to 
learn how they behave in order to successfully 
master the game. It's also important to bear in 
mind that there are many ways to multiply the 
amount of points you can earn for defeating an 
enemy for instance, bouncing from one to the 
next, felling multiple enemies by kicking a 
Koopa Shell across the floor, or even using 
Fireballs. Don't be afraid to experiment. 
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Frequency: Very Common 
Points: 100 



The most basic of all Mario's foes, Goombas 
are easily tackled with a hefty stomp. Their 
intelligence is fairly basic, walking aimlessly off 
platforms {sometimes to their doom). They will 
change direction only if they meet an impasse 
such as a pipe or wall. Goombas often come in 
threes. Try to bounce from one to the next to 
clock up extra points. 




Frequency: Uncommon 
Points: N/A 

Usually found lurking in the lava pits 
within Bowser's many castles, this 
fiery and extremely dangerous 
adversary will surface randomly, 
flying up to varying heights 
before descending again. You'll 
need skill, care, and good timing 
to jump over them. Whatever you 
do, don't stop to fiqht them as 
they're indestructible. 



- BULLET BILL 

'25"' Frequency: Uncommon 
Points: 200 

Bill has a fairly predictable flight path, heading 
across the screen in a straight line. The majority 
of the time he'll appear from cannons, though 
on some Worlds he'll fly on screen from 
nowhere. Fireballs have no effect on him, so 
your best bet is to get him with a well-timed 
stomp (or you can avoid him completely). 



J& Frequency: Very Common 
Points: 100 

Green Koopas act like Goombas, walking 
ca-elessly off platforms and ledges, while the Red 
ones turn around at an edge. Stomp them to 
topple their shell, which can be knocked left or 
right, killing anything in its path (take care, this 
can rebound on Mario). Leave a toppled shell 
long enough and Koopa wilt return to normal. 



Frequency: Very Uncommon 
Points: 5,000 

Found at the end of every castle World, Bowser 

is armed with a healthy supply of fireballs and 

leaps around like a slower version of the 

Hammer Bros. There are a number of ways to 

beat him. Vou can sneak past 

him to retract the drawbridge 

and send him tumbling into 

the lava, or pelt him with 

fireballs for a hefty chunk of 

points. Take care on later 

Worlds, as he comes with his 

own hammer supply. On all 

but the last World, 

Bowser is really another 

enemy in disguisi 
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*Ofe Frequency: Very Uncommon 
Points: 200 

Hatching from the eggs dropped by Lakitu, 
Spinys are extremely tough and resilient. In fact, 
only a well-placed fireball will get rid of them, as 
they cannot be stomped on due to their proud 
set of spikes. They behave much like Goombas, 
moving slowly across platforms and dropping 
off edges and down gaps, so if all else fails, just 
scarper as fast as you can. 
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A BUZZY BEETLE 

^6 Frequency: Common 
Points: 100 

Extremely slow, but this chap is one of the 
toughest in the game, as he cannot be felled 
with fireballs. Behaves much like the Green 
Koopa Troopa and in order to defeat him you'll 
need to use the same tactic (stomp him and kick 
the shell}. Again, watch out for the rebound. 
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Frequency: Very Uncommon 
Points: 200 
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Frequency: Uncommon 
Points: N/A 



This nasty gribbly hovers high above the ground 
on his cloud, moving back and forth in long, 
graceful sweeps and periodically dropping Spiny 
eggs on poor old Mario's bonce with alarming 
accuracy. Though it is possible to run away to 
avoid the Spinys, the best tactic is to hop up to 
a high ledge then stop him. Be cautious, 
however, as he re-appears after a very short 
amount of time. 



Frequency: Uncommon 
Points: 200 

The Bloober is possibly one of the most 
annoying adversaries in the entire game 
and will drive you to distraction on many 
occasions. It will tend to home in on Mario 
and hover awkwardly and menacingly above 
him (though it is possible to make progress 
by swimming up the screen very slowly). In 
general, Mario is safest when he is on the 
floor, ideally running in the opposite direction! 
In Super Mario Bros for Super Players, beware 
of the flying Bloober. Stomp or fireball the 
pesky critter. 



Frequency: Uncommon 
Points: 200 



These rather unusual fish come 
in two different forms, 
depending on whether 
they're in or out of 
water. In the air, they 
can be stomped or 
eradicated with fireballs, 
but underwater only 
fireballs will do the 
trick. Additionally, the 
underwater variety also 
come in two different colours. 
While the grey ones have a 
fairly straightforward movement 
pattern, the red ones move up 
and down slightly too. 




Though more of an environmental hazard than 

an enemy, the Fire Bar is still a dangerous force 

to be reckoned with. Appearing predominantly 

in Bowser's castles, they rotate both clockwise 

and anti-clockwise, wiping out 

anything that crosses their path 

(you will occasionally 

encounter super-lengthy 

ones too). Unfortunately, 

Fire Bars cannot be 

defeated, slowed down 

or stopped, so your only 

choice is to get your 

timing right and run past 

them. Ideally at a very 

high speed. 



4 , PIRANHA PIANT 

%JF Frequency: Common 
N ' Points: 200 

A nightmare for budding 
gardeners, the Piranha Plant will 
regularly appear from pipes and gnash 
their teeth. They cannot be stomped, but 
are vulnerable to fireballs. The Green type will 
stay hidden if Mario is adjacent to its pipe (or 
standing on top), but the Red ones, which also 
move much faster, only stay hidden if Mario is 
on top of the pipe. 



sr, HAMMER BROS 

^ Frequency: Uncommon 
*V Points: 1,000 

Usually appearing in pairs, the Hammer Bros 
are very tricky adversaries and you must treat 
them with the utmost respect. Armed with an 
infinite supply of hammers, they'll lob these in 
your general direction while leaping up and 
down on any nearby platforms. If you get hit 
you'll know it, so take avoiding action. If you 
can't fireball them, bash the platform beneath 
their feet, run underneath, or even take a 
running leap over them. If left for too long, the 
Hammer Bros will start to march straight at 
you, so don't delay! 
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&■& Frequency: Common 
Points: A00 

Like the regular Koopa Troopers, these irritating 
little blighters also come in two different forms. 
Amusingly, the Green fellows are again rather 
aimless and unpredictable, bounding off 
platforms and into chasms like kamikaze pilots, 
while the Red ones tend to stick to measured 
vertical movement patterns which are easy to 
predict as you size them up. The good news, in 
either case, is that stomping them will rid them 
of their wings and turn them into mere Koopa 
Troopas. This done, you can stomp them to 
topple their shell. Don't forget to be careful 
though, as the dangerous shell can still rebound 
on you and you wouldn't want that, would you? 
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Otherwise known as Super 
Mario Bros, this forms the 
main substance of the game; 
a direct conversion of the 
original Super Mario Bros 1, 
it features the same 32 
Worlds, including all of the 
bonus areas, Warp Zones, 
and various hidden secrets 
and treats. The objective 
of this Mode is extremely 
simple in that you must 

Tonight you're going bo Mario party 




make it to the end 
of each World In 
one piece, working 
your way through eight 
castles to, ultimately, defeat 
Bowser and save the 
Princess Toadstool, 

There are eight different 
Worlds, each split into four 
sub-Worlds. These usually 
follow the following 
template: the first is always 
land-based, the second 
either a dungeon or 
underwater, the third is land 
or bridge-based, and the 
fourth is always a castle. 

Original 1985 Mode is 
directly linked to three other 
playing modes. First of all, 
every time you successfully 
beat a World in this mode, 
you can tackle it in Challenge 
Mode. Additionally, should 




you clock up 100,000 or 
even 300,000 points, you' 
unlock Vou Vs. Boo Mode 
and Super Mario Bros for 
Super Players respectively. 

Should you manage to 
complete all of the Worlds, 
you'll also open up the Star 
Courses. Finally, there are 
certain tasks which, when 
completed, will reveal 
various pictures in the 
Album {defeating Bowser 
with Fireballs, for example). 
Good Luck! 

GeneAnu 

t?PS 

©Save the game every 
time you start a new 
World. If the worst comes to 
the worst and your batteries 



run out, then you can 
always start again from 
your last save point 
(though with zero points). 

©The game boasts 
unlimited continues, 
so ensure you make full 
use of these. 



©Don't rush through 
the castle Worlds, as 
there's no bonus for finishing 
before the time limit expires. 



©Time limits are fairly 
generous throughout 
the Worlds, so don't be 
afraid to take your time and 
explore at your own pace. 

©Use fireballs to defeat 
Bowser whenever 
possible to earn a 5,000- 
point bonus. 
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This is a variant of the Original 1985 Mode 
and is set across the same 32 Worlds. 
However, in order to play a World in 

Challenge Mode, you must first beat 
that particular World in Original 1985 
Mode. The objective is extremely 
simple. Just win the following 
medals on each World: 



/ 



Medals are 

the reward for World 

domination 



/g^ Red Coin Medal 

*sr (collect all 5 Red Coins) 

t * Voshi Egg Medal 

W (collect the Voshi Egg) 
i-iji High Score Medal 
■JS* (beat the Target Score) 

At the end of each World, a friendly 
Toad will check for any of these 
items and award medals 
accordingly. If you fail to meet 
. any objective, you can re-try 
the World until you've 
attained each of the three 
medals. Collect all 96 medals 



and you'll earn a special one 
for your Album. As you collect 
more points, a long bar on 
the World selection screen 
begins to fill up - score 
enough and you'll earn yet 
another medal for the Album. 

Note: Some of the Red Coins 
are concealed within 10 Coin 
Blocks. To get the coin, you 
must successfully bash out all 
10 coins. If you time your 
jumps badly and miss one, 
you won't get the Red Coin 
and will have to try that 
World again. 
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©Don't feel compelled to 
do everything in one 
shot. It's not always possible. 
Collect the Red Coins and the 
Voshi Egg first, then aim to 
beat the Target Score. 

©If you start collecting 
the Red Coins but miss 
one, you can always track 
down the Voshi Egg or go 
for the Target Score. 

©Time is important, 
especially considering 
that every second on the 
timer is worth 50 points. 







Frequency; Common Points: 1,000 

The Power-Up Mushroom is one you'll probably relish more than the others due to its 
ability to transform Mario into Super Mario, allowing him to bash blocks with his head 
(see Mario States for more information). Power-Up Mushrooms will appear from 
certain Question Mark Blocks, but only when Mario is in his regular form. 



Frequency: Common Points: 1,000 

After the Power-Up Mushroom, the glowing Fire Flower is the next pickup you ought 
to be sticking your neck out for, as it turns Super Mario into Fiery Mario and gives hirr 
the ability to throw fireballs (again, see Mario States). Fire Flowers appear from the 
same blocks as Power-Up Mushrooms, but only when you're Super Maria 



Frequency: Uncommon Points: 5,000 

This friendly pickup will provide Mario with temporary invincibility, allowing you to 
race through the World without worrying about what you might run into (apart from 
lava, water, and gaping chasms, of course). On some levels it can be a pain, as it 
prevents Mario from using the Red Koopa Paratroopas as stepping stones. Use wisely. 



Frequency: Very Common Points: 200 

The traditional ' currency ' found in all Mario adventures, coins are a token gesture 
which will allow you to rack up a fair chunk of points. Better still, collect a hundred of I 
these and you ' II earn yourself an extra life. Though immensely useful in later 
Worlds, don ' t go too far out of your way to collect them. 



Frequency: Uncommon Points: 1,000 

As the name suggests, collecting one of these beauties will reward you with an extra 
life (and a hefty wad of points into the bargain}. On many of the Worlds, the majority 
of these are hidden, while the remainder are usually placed in awkward locations in 
don't be surprised if you find yourself frantically chasing one at some point. 



^JHjdjMfM' 



Above all else, 

keep the B button 

held down when you can. 

©Red coins do appear in 
underground bonus 
areas and underwater 
sections, but never up a vine 
in the cloud bonus areas 
(only go up vines if you're 
going for the Target Score). 

©Collecting every coin 
from cloud bonus areas 
yields an extra (and rather 
tasty) 10,000 point bonus. 

©When going for the 
Target Score, collect any 
coins that lie in your path - 



Frequency: Very common Points: N/A 

Only present in Super Mario Bros for Super Players, the Poison Mushroom can be 
found lurking in hidden blocks and some Question Mark Blocks. Collecting one of 
these is just like hitting an enemy as Mario will die and Super/Fiery Mario will turn 
back into regular Mario. If you accidentally uncover one, avoid it at all costs. 



including Red Coins as they're 
worth 200 points each. 

©There's an abundance 
of hidden coin blocks 
which don't appear in Original 
1985 Mode, so consult the 
screenshots if something 
seems out of reach. 

©The Voshi egg is a vital 
part of beating the 
target score that you are set, 
as it yields an additional 
2,000 points. Unless it is 
completely out of your way, 
be sure to pick it up - you'd 
be foolish not to. 



Frequency: 5 per world Points: 200 

The Red Coins are found only in Challenge Mode, and you'll need to collect all five 
on each World in order to earn the Red Coin Medals. More often than not, these are 
found either sitting out in the open, hidden inside a Question Mark Block, or trapped 
inside a Coin Block (forcing you to bash out all 10 coins to get the red one). 
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I Frequency: 1 r 

W Again, these prized ■ 



L per world Points: 2,000 

Again, these prized collectables are only found in Challenge Mode, and you'll need 
" to find one on each World in order to scoop the Voshi Egg Medals. Unfortunately, all 
"J j Voshi Eggs are ensconced in hidden blocks, so unless you want to cheat (by using our 
handy maps or even the Voshi Egg Finder 



n the Toy Box), you're in for a long search! 
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This is a simple introduction to the quest ahead, 
and a nice opportunity to practise the important 
skills you'll need to be successful. In particular, be 



wary of jumping over Goombas if there's a platform 
overhead as split-second timing is needed to be 
successful. If you fancy taking a trip into the 
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A large number of bonuses are hidden in 
bricks, so it's essential to be Super Mario or 
Fiery Mario in order to reach them. The 1-Up 



is easily collected, just make sure you bash the 
block to the right to allow it to drop through 
to you. Nipping into the underground bonus 




WOM.D S.S 



Again, it's worth taking time to get used to the 
n hazards and the swimming system. Edge 
along the bottom, carefully swimming over any 



obstacles (making it easier to avoid Bloobers). The 
Cheep Cheeps are random, so be extremely 

with any World, being Fiery Mario 




WOMD 2,5 



TMELMIt 300 




Another new style of level, and yet another new skill 
to master - running like a complete nutter. As soon 
as you get on to the first bridge, the Cheep Cheeps 
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II start flying o 
id run quickly i 



t of the water. Hold the B Button 
i the right, occasionally pressing UP 
•ep an eye on the adversaries flying 
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A new enemy mak 
shape of the ever-; 
O tt & usually better to w 



:s an appearance here, in th< 
j-scorching Podoboo. It's 
it until they're falling, then 



jump over them. Take the lower route in ordt 
to get past the Fire Bars, as you'll miss them a 
by simply running to the right. Beware the 
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The abundance of Koopa Paratroopas here status is vital to reach underground bonuses, 
makes it easy to accidentally fling a shell in the as well as many of the ordinary bonuses. Grab 
wrong direction. Upgrading to Super Mario the Hidden 1-Up, then use the Invincible 
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WOMD 3.2 



TIME LIMIT: 



In comparison with the previous few stages, 
this level is huge, so it's important to keep 
moving in order to avoid running out of time. 



The emphasis is on using Koopa shells to your 
advantage, and there are key areas where it's 
possible to clock up masses of points - and 
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A fairly pedestrian World compared with the last, 
but don't get too complacent as it's easy to lose 
valuable lives through carelessness. A couple of 



new platforms make an appearance here. First of 
all is the 'drooper', which will sink when Mario 
stands on it. Second is the 'see-saw', which acts 
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No nasty new surprises, but take care traversing 
the initial Podoboo pits as the Fire Bars can make 
life exceedingly awkward. Grab the Power-Up, 


then weave 
tricky, thanl 


your way carefully past the Fire Bar 
ial few Podoboo pits can be very 
s in part to Bowser's fireballs. Above 
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TIME LIMIT: 



Another new style of play, this time a battle of wits 
against the mighty Lakitu, who will follow Mario 
and drop Spiny eggs to hamper his progress {of 



course, Fiery Mario will have no problems). Cltmb 
the blocks at the start of the level and stomp on 
Lakitu. He will re-appear after a certain time, but 



ifJPmllh 



M&i 



.„;.:„ 




a^M^M^^M^^M 






IL L 



__ 



\ 



WetUS-M 



TIME LIMIT: 



The second of the dungeons, and many of the 
same tactics apply here as they did in 1-2. If you 
head up the vine to the cloud bonus area, you'll 



have to take the Warp Zone to Worlds 6, 7 or 8, 
and similaHy, if you visit the underground bonus 
area you'll miss out on the chance to get to the 




This is slightly different lo the previous castle 
Worlds, as you need to take the correct path 
ach Bowser. If you go the wrong 



way, you'll hear a low-pitched sound effect 
and the scenery will loop back on itself. Vour 
best bet is to follow the map. You'll hear a 
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m to help you defeat the Hammer Bros (if you can't move, as you don't miss anything too vital, and if you're 

nm into them, jump up and bash the block under their feeling particularly brave you can always rack up some 

) Taking the vine up to the cloud bonus area isn't a bad extra lives using the final Green Koopa Troopa. 
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extra points through clever use of the Koopa 
shells. Midway through you'll meet a 
adversary in Bullet Bill, who will appear from 




W6M.D 6< 



As in World VI, Mario is again up against the 
rather nasty Lakitu, back once more to pursue 
our hero and drop Spiny eggs on his bonce 



(who said life was fair?). Again, your best tact 
it's fun too - is to stomp on Lakitu as soon as 
possible, then race through the level with 
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— ... As with World 5-4, this too is a repeat of ar 

" ~™ . earlier World (1A in case you were wonder 

O ? again with the addition of a handful of e 



Bars and Podoboos. Luckily, it's 
trickier than its previous incarnation - 
reach Bowser, that is. This time arouni 
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lose the Power-Up you collected near the beginning. You can 
choose to visit either the underwater bonus area or the cloud 
bonus area, but not both. The sensible move would be to go 




up the vine, as it's much easier. Vou'll miss two Hammer Bros 
instead of one, and you'll collect more coins in the process. 
Grab the last few bonuses to leave the World as Fiery Mario. 



CHALLENGE 




change is the addition of Bullet Bill enemies, which 
fly left across the screen at regular intervals (and 
y irregular heights, so be warned). However, 
s still just as easy to 
I complete as its earlier 
counterpart, especially if 
you've got some fireballs 
up your sleeve. Go to 
I work Mariol 



hand moving platform to jump to the top of the 
screen to progress safely. Pelt Bowser with fireballs 
rue identity. He's a secret Lakitu. 





.iderable speed and a little caution 
e are several awkward platforms t< 
negotiate later on, so as soon as he 




reappears make sure you get rid of him 
to finish the World in peace. There's a good 
dose of Power-Ups, Coins, and a Hidden 
1-Up, so you should 
exit the World with 
a top bundle of 
goodies. What more 
could you ask for at 
this stage? 




areas, but if you managed to collect all of the coins 
from the cloud bonus area you'll earn a whopping 
10,000-point bonus. Aside from that, the World is very 



straightforward, the only major problem being the 
awkwardly-placed Green Koopa Paratroopa at the end 
(if in doubt, back off a little). 




stands on them. If you're not too interested in the coins, take running 
lumps to get across them guickly. Thanks to the high platform next to 
the Flagpole, you should have no problems scooping the max bonus. 



armed with a plethora of hammers, behaving 
just like the Hammer Bros (albeit much slower). 
Vou'll have to nudge up pretty close to him, then 
I quickly run underneath as he 
jumps. If you have fireballs, 
however, simply send out a 
barrage to kill him and uncover 
his dark secret. He's really a 
Bloober, you know! 
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Nothing too taxing about this particular World, though you're sure to notice the sheer 
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abundance of Bullet Bills flying around. Bearing ir 
ap usually on top of the cannons, listen out for the 5 



ind that the safest place to rest is 
ind effect, then leap up to safety. 
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The second underwater World and, ironically, a 
exact replica of the first one (World 2-2). The 
same tactics apply again here, though caution 



, methodical progress are needed. There 
al more Bioobers to contend with, and 
n can get a little hairy when there 



ere 
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You might be forqiven for thinking that the 
game's designers ran out of inspiration here, as 
I this is yet another replica of a previous World, 
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this time the deviously tricky World 2-3. Things 
are ever so slightly more difficult, however, as 
there are a handful of Koopa Troopas dotted 
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Take great care negotiating the platforms at i 
beginning, as it's very easy to lose a life here 
Like World h-U, this particular castle World 



requires you to take the correct route in 
reach Bowser (and the exit). Follow the 
on the map and listen out for the tell-tal 
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An exceedingly lengthy World - possibly 
the longest in the game - and only a 
amount of time to tackle it in. The most 




taxing aspect is the large number of tiny 
jumps and gaps dotted throughout the 
World, all of which require a modicum of 
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Quite an assortment of enemies on this World, many of which are crammed in 
together to produce some stunningly tricky areas. Make sure you bash Lakitu 
straight away, as he wont reappear later on. The 1-Up at the beginning is easier 
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TIME LIMIT: 300 
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Possibly the toughest stage of the entire 
game - unless you have fireballs, that is. 
The main problem stems from the fact that 



there are no less than eight Hammer Bro 
contend with, half of which are lurking ;v 
ground level (making it nigh-on impossil 
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Though not nearly as tough as the previous Wortd, particularly if 

4. you're equipped with fireballs, the route to Bowser is awkward a 

O & complicated. Keep an eye on the map to make sure you nip do* 
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pretty fancy manoeuvres. Vou 
t miss anything crucial if you pop 
he underground boi 
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tot on your tail. Again, 
the Cheep-Cheeps follow completely 
random paths, so be sure to take things 



And, as before, beware of the 
nha Plant as you emerge from the 
pipe- 



CHALLENGE 




around, making it very unsafe to run headlong through the World. 
Be careful leaping over gaps, as colliding with a Cheep Cheep will 
;nd you to your doom. Make sure you collect the Power-Up, too. 




Bowser is easy to defeat with fireballs, but if you 
don't have any, dash underneath as he leaps. 
Bowser is really a closet Hammer Brother. 
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: if attempting to grab popping into the underground bonus area. At the end of the 

lidden 1-Up, as it's easy to set the Buzzy Beetle shell level, it's a mite tricky climbing the stairs. If your jumping skill 

icing back and forth, but be sure not to waste any time aren't up to scratch, be prepared to lose a lot of lives! 
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collect if you're Super or Fiery Mario, Simply bash a hole i 

the bricks to allow it to drop down. One of the hardest 

jumps in ihe entire game can be found midway through 







the level. Stand on the nearby pipe, hold the B Button, 
then run righl {you won't fall down the gaps) and jump 
when you reach the edge. 



CHALLENGE 
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to do anything other than run underneath stairs at the end of the level, you'll need 

them). Thankfully, there are two Power-Ups, nerves of steel to negotiate them safely to 
o use them extremely wisely. As for the the exit. 





the right pipes. The Cheep Cheeps can cause a bit of 
trouble when leaping the lava pit, and the Fire Bars are 
much trickier to dodge underwater, but the only real threat 



comes from Bowser and the nearby Hammer Bros (with 
good timing, you can run underneath the latter). This time 
Bowser is really Bowser, so defeat him to finish the game. 
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to score at least 300,000 
points in Original 1985 
Mode. Enter your name on 
the Records screen and a 
picture of Luigi's head will 
appear on the Main Menu. 
Select this to start. You'll find 
that all the usual features, 
enemies and secrets are 
present, along with a few 
new additions like the 
Poison Mushroom, Red 
Piranha Plant and the Green 
Springboard feature. 

Despite these minor 
differences, the Lost Levels 
are expert stages designed 
for the most elite Mario 
players, something which 
will become evident in the 
final couple of Worlds. 
Should you manage to 
complete all of the Worlds, 
you'll earn a special medal 
for the Album. The very best 
of luck, 
FWy^^ because 



Mnown to some as the 
'Lost Levels', this set 
of 32 unigue Worlds 
is actually the Japanese 
version of Super Mario Bros 
2. Dating back to 1986, the 
game was previously only 
released in Japan for the NES 
disk drive, which sadly never 
took off (though the Lost 
Levels did appear in Super 
Mario All-Stars on the Super 
Nintendo machine). 

The premise of the 
game is identical to Original 
1985 Mode in that you must 
make it to the end of each 
World, trekking through 
eight different castles to 
defeat Bowser and save the 
Princess Toadstool (she 
obviously never learned her 
lesson). Again, there are 
eight different Worlds split 
into four sub-Worlds, which 
follow the same template as 
Original 1985 Mode. The 
first is always land-based, 
the second is either a 
dungeon or underwater, the 
third land or bridge-based, 
and the fourth is always 
a castle. 

In order to activate 
Super Mario Bros for 
Super Players, you need 
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lew World. Vou 
... , uufail a challenge. 
Vou have unlimited continues, so make the most of 
them. Practise makes perfect, and in this case it's true. 
Time limits are identical to those in Original 1985 
Mode, so don't rush too much. 

Take your time in the castle Worlds, as there's no 
bonus for any time remaining. 
Use fireballs to defeat Bowser for 5,000 extra points. 
Vou know how valuable they will be to you. 

If you get killed on World 8, you always start from t' 
beginning of the World. 

The Red Piranha Plants appear from World 3 om 

so take care! 

out when fishing for boi 
"i n-uvcr a Poison Mushroom. 

'' rt of bouncing across gaps usinq Koopa shells is 

Don't hop down pipes and climb vines without checking 
the map, Vou could be zapped back to previous Worlds. 
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It's quite eerie dropping into these new levels for the first 
:, simply because there are so many unknowns. Take 
ir time and plough through them methodically. 



Though there are plenty of nice bonuses, Poison 
Mushrooms are dotted around all over the place 
(particularly in the underground areas. Uncover one here 



and you'll have to use some pretty fancy jumping). The 
only tricky part on this World is getting down the pipe to 
the underground area. Approach it from the right. 





Three Warp Zones here. Popping up the vine will allow 
you to Warp to Worid 3, walk over the exit pipe to Warp 
to World 2, or drop down the first pipe after the exit pipe 



to Warp to World k Thei 
Warp which leads to an l 
takes you back to an earl 



■'s also a pipe just before the third 
iderground bonus area. This 
:r point, but you can still retrace 



your steps and Warp to World <t. There are some tricky 
jumps, notably the first water jump and the four 'drooper' 
platforms. You'll also have to use the Duck Slide' technique. 




This World is a good illustration of things to come, so 
getting through it in good shape will set you up for the 
following challenges. There are plenty of awkward, 



tricky jumps and impossibly huge gaps. Don't be 
overawed. Whatever state Mario is in, keeping the B 
Button held at all times is essential for getting the little 




bit of extra speed and distance that you so badly need. 
Expert use and control of the see-saw platforms is 
something of a necessity, as often they're the only way 
of getting across some gaps. Aside 
from that, the only other surprise 
is the addition of Bloobers, who 
behave exactly as they do 
underwater, except that now you 
can stomp them out of the way. 



You can't fail to notice that the pace is really hotting up 
now, as these castle Worlds are much tougher than 
those from Original 1985 Mode. The first major change 



is the faster speed of the Fire Bars, making them far 
more difficult to avoid. They're a tough proposition 

d major 



change is the addition of 'normal' enemies in awkward 
areas. Make sure you take the upper route, because it 
will enable you to get across the first big gap with 
Then, if you can, take a running leap 
the Koopa Troopa. It's highly unlikely that you'll 
have fireballs at your disposal by this time, so use the 
platform to jump clean over Bowser's head. Victory is 
all the sweeter when it's a tough challenge, and you'll 
discover that Bowser is really a Goomba. 




be out of sight for most of the jump). Vou 



Another wealth of taxing jumps, so if you're just plain 
old Mario it's well worth seeking out a Power-Up or two 
to enhance your status. Consult the maps and take your 



time, as many jumps are very unforgiving (especially the the underground bonus area try not to hit the Hidden 
one before the Invincible Starman). Use the plethora of Poison 1-Up! To reach the bridging platform, use Super/Fiery 

Koopa Troopas to rack up some serious points, and in Mario and a decent run-up to gain enough height. 





Only two words adequately describe this level - 
incredibly hectic. With the Cheep-Cheeps raining down 
like there's no tomorrow (and there might not be for 



you, if you're not careful!), the first instinct is to run 
along at full pelt, but the huge number of small 
platforms prohibit this (as do the many Koopa Troopas 
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patrolling some of the more awkward spots). Tackle 
each platform as it comes, edging forward and tapping 
the UP Button to keep a careful watch on the skies. In 

I case you haven't already learnt your lesson, 

always look before you leap (or even stop 

to consult the map) to avoid hitting any 

Koopas. Make sure you grab the Power-Up 

), as it will prove enormously useful on 

■ next World. 



There are quite a few extra enemies to contend will 
on this castle World, but if you're Fiery Mario these 
won't present too much of a problem (most of then 



especially the Goombas, can be jumped over quite 
easily). Take your time on the first lava jump, and be 
sure to opt for the lower route when you reach the 




subsequent corridor of Fire Bars (very menacing, but noth- 
ing you can't handle with a little care and patience). 
Bowser's fireballs can cause you some serious headaches 
thanks to the placement of some platforms here. If in 
doubt, always retreat. Unfortunately, you can't jump over 
Bowser on this World as there's a wall in the way, so you've 
got to pelt him with fireballs or run underneath him. You'll 
find out that Bowser is really a Koopa Troopa when he's 
defeated. 
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This is another fairly complex World, boasting an unusual route (as well as a Warp Zone 
which will take you backwards to World 1). Dispose of the Hammer Bros, then barge 
through collecting every bonus you can. Ignore the first underground bonus area, S' '" 
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The first of the underwater Worlds and, as you'd expect, much more testing than any 
you've encountered previously. Slow, methodical progress is once again by far the best 
tactic, and try to stay on solid ground as much as possible. There are a few Koopa 
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Similar to World 1-3 in many respects, especially the tricky jumps and heavy reliai 
See-Saw platforms. Aqain, you must keep the B button pressed down at all times in ordei 
to get the vital speed and distance you will need to succeed here. Launching yourself o" 
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Reasonably simple and straightforward when compared with the last couple of castle Worlds 
you've had to cope with. This one requires Mario to follow the correct route {which, of course 
easily done via a quick glance at the map). The first couple of jumps are very tricky and requiri 




There are some devilish jumps and manoeuvres on this World, so you'll need to use every 
ounce of skill (particularly as the mighty Lakitu is back with a vengeance), and the Red 
Piranha Plant makes its debut here, too. The water jump, preceded by the springboard, is 
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A potential nightmare World, mainly because of Lakitu and the 
dreaded Hammer Bros. Dodge your way past the cannons (you're 
only safe if you're at the highest point), then stomp Lakitu as soon 
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As with Worlds 1-3 and 3-3, once again there's a great amount of long, precise jumps utilising a variety 
of moving, falling, and see-saw platforms. Although this can get a little tedious, the practise is 
/aluable and the skill will provide great rewards when it comes almost as second nature. Use f* 
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Another tricky castle World, this time thanks to the rather sizeable Fire Bars 
which move at an astonishing speed. If you don't have fireballs, the going 
gets really tough when enemies such as Goomba and Koopa Troopa 
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ind, most of which are easily stomped out of the way, but always keep a close eye 
mplex scenery makes it very difficult to spot and avoid them. Use the 
s next to the Flagpole to your advantage. 



As a bonus for Game Boy players, 
itertdo have taken the care to include a 
massof extra features to keep you entertained 
even if you've finished the entire game. Initially, 
the Toy Box consists of just the Calendar and 
Fortune Telling sections, with the Toad Hole and 
Yoshi Egg Finder opening up after certain criteria 
have been met. Though most of the functions are 
purely just for fun, if you have a Game Boy Printer there's a wealth of neat 
stuff to pi 
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Not that tricky compared with some earlier Worlds, though you should take c; 
when trying to shimmy past the upside-down Red Piranha Plants (keep your ji 
low and long). It's worth a trip to the underground bonus area to miss out a 
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A complex World with multiple routes and two Warp Zones. If you're Super Mario, you can 
upgrade to Fiery. If not, take the lower route, biff the Power-Up, then chase it to the right. A bit 
further on, bash a hole to the left, then bash the block twice to make the 1-Up appear and 
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Vet another World demanding pixel-perfe 
to succeed. The first part is a little strange, 
down the correct pipe. If you're Super Ma 



t jumping skills and a great deal of courage and daring 

as the scenery loops continuously until Mario ducks 

io, leap off after the first pipe, then take a running leap 
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a hectic, action -packed < 
e of tricky time-it-right-r. 



stle World, due to the abundance of tiny platforms and the sheer 

■you're-dead jumps. The best piece of advice we can give you is to 

plenty of safe areas to stop and wait for the best moment to leap o 
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Compared with previous Worlds, this one is quite a simple and relaxing 
romp, with only a couple of tricky points. Run under the first Hammer 
Brother if you don't have the fireballs to defeat him, but tackle the second by 
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The second (and final) underwater World you'll have to tackle. The main problem 
stems from the badly placed pink coral, which often forces you to swim into the rr 
of a pack of Cheep Cheeps (and makes it equally difficult to out-run any Bloobers o 
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This is a hectic dash across a landscape littered with tailing Cheep Cheeps. Once again, there's no real 
opportunity to clear vast distances guickly, as many of the platforms are exceedingly short 
(indeed, there are plenty of tiny platforms to make life even trickier). The Red Koopa Troopas 
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Another castle World, and, as you might have guessed, a 
to follow (thankfully, like World 3-4, all that's required is a 
Fire Bar can be tricky to avoid. Make sure you start your i 



ither one of those tricky routes 
uick glance at the map). The first 
n on ground level and 'brake' as 
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„ jublesome high jump. The (hree huge jumps are pretty easy to leap, though make sure you hit the 
hidden blocks for a longer run-up (and an extra lifel). The latter half of the World is very pedestrian - 
e the vine up to the cloud area and you'll emerge in a Warp Zone leading to World 6. 





change direction. It'll drop down the hole. Bashing the Vine Block is tricky as you have to jump off the 
moving platform, but the subsequent Warp Zone takes you to World 8. If that's too taxing, use the 
platforms to jump to the top and run to the World 7 Warp Zone. 





i Kindness given is relumed tenfold. 
j Fortune awaits you in the clouds. 
] Good things come from hard work. 
} Good friends bear good 
j Worries naturally melt away. 
) With a Fire Flower you'll be3t Bowser. 
1 Look below to find what you seek. 
Southerly winds bring sunny skies. 
» Keep a good grasp. Fortune will last. 
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hing the platform beneath him. Though it can be difficult to drop down on to the pipe, you should 
initely go through the underwater area, as it's fairly straightforward (and you'll avoid having to 
jmptadevil of a jump). The final set of pipes are easy to get past, providing you take them slowly. 




your tail). As before, stick to the bottom as much as possible, stopping occasionally to reassess the 
situation. In most cases, it's better to wait for a Bloofaer to swim away rather than try to scarper \ 

it looking. Use the Hidden Coin Blocks at the end of the World to reach the top of the Flagpole. 
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i Luck arrives with the eastedy wind 
j Active bodies breed active minds. 
j An eye to the sky reveals Red Coins. 
j To create musk is to create joy 
j Pipe deaning reaps rewards. 
j Wordsofthewisecastfearaside. 
1 Stomp a shell and scores will swell. 

Keep your head up. Find what you seek 
i Vou shall achieve great victories. 




Enemies lurk in watery depths. 
Old tunes bring new fortune. 
Beware of winds from the west. 
He who thinks of you is beside you. 
Fortune is hidden in bricks unbroken. 
Solutions are within your grasp. 
Feelings shared will be understood. 
Victory is yours in the coming race. 
Boxes may contain clues to the quest. 
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aren't really a problem, but often it's very easy to accidentally run into a Green Koopa Paratroopa - so 
be methodical and don't rush. There are a couple of instances where you'll probably need to bounce 
across a gap using a Koopa. Make sure you hold the B button for extra speed. 




you jump the lava. The Hammer Bros are easily dodged, but the second lava pit does require a little 
It's not particularly tricky, but you do have to time your jumps carefully. Bowser's firing hammers 
me, but is easily defeated with fireballs. This time. Bowser is really a Bloober. 





What you seek is right beside you. 
Vou will not find true love this day 
Sincere apologies renew friendships. 
Kicked shells may bounce back. 

SThe Warp Zone speeds success. 
Stomping on spikes leads to sore feet. 
Careless footing causes one to fall. 
Only a challenge clears the mind. 
A Vs. Mode victory is not your fate. 
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Don't count Voshis before they hatch. 
Changinq old habits yield new success. 
Favourite tunes never fade. 
Flying Koopas cut short success. 
Seek answers in a friend's advice. 
Bowser's breath engulfs the future. 
Victory in a race may wash pain away I 
Leave impossible dreams to dreamers. 
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bly straightforward level with only a couple of 
ntial) tricky jumps, to contend with. Vou must take 

crossing the first stretch of water, as there are Cheep Cheeps 
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A fairly mammoth World, but don't let that put you off. Most of the huge gaps can be traversed 
quite easily by using the Green Springboards. Mastering this device is essential. Hold the B but- 
ton, then jump on it and tap the A button to perform a huge leap. Mario will remain off-screen 
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You'll need to be very quick on your feet to avoid getting hit by the first Fire Bar. Push 
_ - DOWN to look to the bottom of the first drop, then time your descent accordingly. Use tl 

& MP CJ <& Power-Up block to leap on to the moving platform at the highest possible point, then kei 
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This World hosts two of the trickiest jumps in the game. For the 
first biggie, take a run-up, leap on the ledge, then on to the 
Koopas as they descend. After this, use the Buzzy Beetle to wipe 
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Amble carefully through to the Springboard, then leap up to the top. Tap the DOWN 
button so you can see the floor, then leap on to the staircase below. The next jump is 
exceedingly tricky, as you need to bounce off the Koopa, hit the Vine Block, ther 
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TIME LIMIT! 300 




make sure you stomp Lakitu as soon as possible. At the 

:ap to clear the next few gaps. Unless you have fireballs, 

ing and jumping is the only way you'll beat the Hammer Bros. 
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The final Worid is a non-stop barrage of awkward jumps and taxing 
scenanos. Make the first jump by dropping to the platform below and 
taking a run-up. Use the Koopa to bounce onto the first pipe and head 
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Jenty [as well as those tricky Bullet Bills}. If 
iu want to get to the pipe which leads to the rather 
Bexpansive bonus areas, you'll need to bounce across on 



the Koopas. It's much easier 

good fun and the end 

Not only can you rack up (hi 



id than done, but it is 
well worth the effort. 
ids of extra points, 



but you'll also bypass a couple of Hammer Bros. Watch 

out for the cannon near the Flaqpole. Vou don't want 

get this far and then have it all blown away, do you? 
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The Vs. Mode is a frantic 
race to the finish set 
across eight unique 
Worlds, allowing you to pit your 
wits against another player by 
linking up your Game Boys (of 
course, you'll also need two 
copies of the game). For single 
players, there's also a secret 
mode, You Vs. Boo, which allows 
you to race through the same set 
of Worlds against a computer- 
controlled opponent (see below). 
The basic rules for Vs. Mode are 
as follows: 

The winner is the first player 
to reach the Flagpole or Bowser 
at the far right of the World. 

Should the time run out, or 
both players die at the same time, 
the player with the most Coins 
will be declared the winner 

If both players are 
unsuccessful but have an equal 
number of coins, then the game 
will be declared a draw. 

If a player is killed - whether 
by an enemy, a Spiky Block, or 
falling down a hole - the other 
player wins automatically. 

If a player dies, the other 
player's game will continue for a 
few seconds. If they die during 
this time, once again the player 
with the most Coins will be 
declared the 
winner. 
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As mentioned earlier, if you don't 
happen to have any spare chums 
with a Game Boy, you can always 
indulge in 'Racing Mode' with a 
computer- con trolled opponent 
instead - in this case, a rather nifty 
little ghost called Boo. To access 
Vou Vs. Boo Mode, you'll need to 
score over 100,000 points in the 
Original 1985 Mode. A Boo icon 
will then appear on the Main 
Menu - select this to begin. 

Racing through the same 
Worlds encountered in Vs. Mode, 
the aim once again is to be 
the first to reach the 
Flagpole (or 
Bowser) at the 
far right of the 
World. This is 
slightly more 
difficult than 



playing a human opponent, 
however, as the various tricks 
and traps do not affect little Boo 
(indeed, he even flies through 
walls, as ghosts are known to do 
from time to time}. 

Boo starts off pretty slow, so 
it's not too difficult to beat him on 
the majority of the Worlds. 
Should you manage to win by a 
significant margin, the Boo ghost 
on that particular World will 
change colour and become a little 
faster than before. Starting off 
white, Boo will change to green, 
then pink, then finally to black 
should you manage to defeat him 
a third time. The ultimate aim is to 
beat the black Boo on all eight 
Worlds, which is considerably 
aid than done. 



If you manage to defeat Boo. 
but not by a big enouqh margin 
to make him change colour, he 
will take your time for that 
particular Worid and race at that 
speed for any subsequent 
attempts. This means that if you 
retry a Worid you've already won 
(whether for fun or to get Boo to 
turn green), you'll need to race 
faster than your previous best in 
order to defeat Boo. Luckily, you 
can erase this information (along 
with any coloured Boos) by 
choosing the relevant Worid and 
pressing START. 

One final snippet of useful 
advice: if you're doing particularly 
badly, rather than forfeit a game, 
your best bet is to hit START and 
choose Retry' to begin that rz 
again, or 'End' to head back K 
the Worid selection screen. 






W0M.D 





mine - nui sou neen poel nearf-to-weso oc won: 



& 




Quite a gentle introductio 
other Worlds - which is n 
near the beginning can b< 



chaos of the 
mass of blocks 
rd to negotiate. 



and by far the best tactic is to go over the top and 
run as fast as you can across the gaps. Keep to the 
bottom for the rest of the World, but to get past the 



imposing tower of blocks near the end make sure 
you hit the Face Block just ahead of the slope to 
save yourself those precious seconds. 
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Things look pretty straightforward al the beginning ty, jump up to the very top of the screen to avoid end of the World, be sure to hit the Face Block and 

of this World - and they are. Take the upper route the myriad of obstacles below- This should get you go over the blocks, rather than underneath and 

instead of the lower one. At the earliest opportuni- through a fair chunk of the World with ease. At the over the wall. 




This is the first time you'll encounter the awkward 
123 Blocks, and it's very important to learn how to 
deal with them efficiently if you're to progress 



swiftly. In this instance, try to stay above the 123 
Blocks and jump over any gaps, rather than drop 
down to the bottom of the screen. It's vital that you 




buy time to navigate the 'S' bend in the middle of 
the World, which can be a real pain (especially 
when in Vou Vs. Boo Mode). 
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The Spiky Blocks make their debut here, toggling 
between a safe, solid block and a lethal bunch of 
spikes whenever the 123 Blocks are activated. 



Running jumps are essential to navigate the first few 
sets of Spiky Blocks, and towards the end you'll 
need to use huge, pixel-perfect leaps to get across 



the lava pits safely. Beware the 'maze' in the centre 
of the World or you can waste ages in here. At the 
end, run underneath Bowser to complete the World. 



The Trampoline Blocks make their first appearai 
and they are as annoying as they are abundant 
and that's saying something!). Make sure you 



begin the World as Super Mario or Fiery Mario in 

order to bash away the bricks blocking your path 

ir the start. The rest of the World is reasonably 



tainless, but at the end of it, you'll need to quickly 
lit the Face Block and scramble carefully up the 
lope to exit and safely move on. 




1 SUSSED! 




tasks are completed 
ctivated. It's always 
advisable to check the Album 
after each game to see what 
photos you've accumulated, and 
if you manage to complete 
the entire game, there's always 
the incentive to go back and 
complete your collection, Vou 
can even print them out as 
stickers on the Game Boy Printer! 
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All of the pictures on this page are 
Awards which are earned at key 
points during the game. As you 
might expect, this usually involves 
completing a difficult, challenging, 
or long-winded task. 
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The snaps featured on this page 
are all tied to particular events 
which occur during the course 
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Hollywood has (he Oscars and Britain has the 
BARAs. Now w e 'v e 9 ot the Marios - for 
services to gaming. mayb { ? 



Toad Award: Beat the total 

Challenge Score. 

Peach Award: Collect all 96 

Challenge Medals. 

Mario Award: Clear World 8- 

Original 1985 Mode, 

Bowser Award: Complete the 

Star Courses. 

Yoshi Award: Complete Super 

Mario Bros for Super Players. 



Upper Left: Activate the 
Fireworks at the end of a World. 
Upper Middle: Find a 1-Up 

Upper Right: Uncover one of the 
Vine Blocks. 

Middle Left: Play Vs. Mode 
against a friend via the link cable. 
Middle Middle: Rescue the 
Princess (complete Original 
1985 Mode), 

Middle Right: Trade Records with 
a friend via the GB's Infrared link. 
Lower Left: Collect ail of the Red 
Coin Medals in Challenge Mode. 
Lower Middle: Collect all of the 
High Score Medals available in 
Challenge Mode. 
Lower Right: Collect all of the 
Voshi Egg Medals when playing 
in Challenge Mode. 
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It's nice that you can look back on 
the events you've e>ptri e nc e d wttt 
during a particular game. And the' 
processing Fees either! 



mses-enamras 

This page covers all of the 
enemies from the game, and 
keeps a tally on those you've 
fire balled, bashed, or stomped 
during your adventures. 

Goomba: Stomp, fireball, shell, or 

bash to death. 

Bloober; Fireball underwater, 

stomp on ground. 

Laldtu: Stomp or fireball 

himoffhisdoud. 

Cheep Cheep: See 

Bloobers 

Hammer Bros: Stomp, fireball, 

shell, or bash. 

Bullet Bill : Stomp. 

Koopa Troops: Stomp, 

fireball, shell, or 

bash. 

Spiny: Pelt with 

fireballs. 

Buzzy Beetle: 

Stomp, kick, or 

shell. 



Pfteot-pumaere 

This plaque, as in all good sticker 
albums, consists of lour different 
parts, which means that youll 
have to complete four different 
tasks (in Original 1985 Mode) in 
order to reveal the whole picture. 

Upper Left: Kill Bowser on Wodd 

1-4 with fireballs. 

Upper Right: Kill Bowser on 

World 3-4 with fireballs. 

Lower Left Kill Bowser on World 

2-4 with fireballs. 

Lower Right: Kill Bowser on 

World 4-4 with fireballs. 



pace s-svwe two 

Another four-part picture, for 
which you have to defeat the last 
four Bowsers in 1985 Mode. 

Upper Left: Kill Bowser on World 

5-4 with fireballs. 

Upper Right: Kill Bowser on 

Wodd 7-4 with fireballs. 

Lower Left: Kill Bowser on Wodd 

b-U with fireballs. 

Lower Right: Kill Bowser on 

World 8-4 with fireballs. 




ada-boom! The Complete guide to every Game Boy Color cart released in the world ever! (Well, near as!) 
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TWO FANTASTIC NEW GAMES FOR THE COLOR GAME BOY 
CLUCK! eCri 



Our goal is to preserve classic video game magazines so t ha * 
they are not lost permanently. 

People interested in helping out in any capacity, 
please visit us at www.retromags.com. 

No profit is made from these scans, nor do we offer anyfh... 
available from the publishers themselves. 

(f you come across anyone selling releases from 
this site. Please do not support them and do let us know. 



Thank you! 




